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(54) Gaming machine 

(57) Descr1t>ed Is a gaming machine capat)le of per- 
forming smooth control operation even when effecting 
a variety of gaming presentations and realizing a reduc- 
tion in manufacturing and maintenance costs. A control 
device for electrlcaliy conlroliing a gaming machine is 
constituted of a main contrDl device (a main control 
board 100) for controlling the first hierBrchical ievei, 
which is the highest hierarchicai processing level of the 



gaming machine; an intemiedlate control device (a sub- 
control board 200) for controlling the second hierarchi- 
cal level situated lower than the first hierarchical level, 
under control of the main control device; and a lower 
control device (an image control board 300) for control- 
ling athird hierarchical level situated lower than the sec- 
ond hierarchical level, under control of the intermediate 
control device. 
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Description 

BACKGROUND OF THE INVENTION 
Reld of the Invention 

[0001] The present Invention relates toe gaming machine, and mora paiticulaiiy, toa gaming machine which performs 
electrical control on the tiasis of a hierarchical processing structure. 

10 Description of the Related Art 

[0002] Slot machines have hitherto been Icnown as gaming machines of this type. 

[0003] A related^ slot machine comprises: three reels for variably displaying a plurality of types of symbols required 
for game; a start switch for conrtmencing spinning of all the reels In unison on condition that a gaming tolcen has been 
15 Inserted; a stop switch for stopping spinning of the reels Individualiy; a hopper for paying out gaming tokens as a prize 
if the reels constitute a predetermined combination when stopped; a iiquid-ciystal display device for displaying game 
Information; and a spealcer for generating sounds associated with the game. 

[0004] In such a related^ slot machine, a player actuates a start switch after a game starting condition has been 
properly set. whereupon a plurality of reels on which symbols are printed rotate. When the player actuates stop switches 
20 assigned to respective reels, the reels stop rotating. The pluraDty of symbols printed on the surfaces of the reels are 
displayed stationarily. 

[0005] When the stationarily^disptayed symbols enter a predetermined winning mode, gaming tokens are paid out 
from the hopper as a prize. Provided that the statlonariiy-dispiayed symbols enter a predetemrdned Jackpot winning 
mode, the pleyer is allowed to play a special game (e.g.. a big bonus game or regular bonus game) which Is more 
2$ advantageous than a regular game. Such a round of game operetlons Is controlled by a control unit, such as a micrj>- 
computer. 

[0006] In order to cause a slot machine to provkf e a variety of presentations, such display of animated Images, control 
operation to be performed by the control unit has recently become more complicated, thereby posing difficulty for a 
single control unit to control all game operatbns. For this reason, the control unit is divided into a main control unit and 

30 sub-control units, and there has recently been employed a method of controlling a slot machine by means of a hierar- 
chical control architecture. For instance, a detemnlnation pertaining to player's profits is rendered by a main control 
unit, and the sub^ntrd units control a hopper, a Dquid-crystai display device, and a speaker. 
[0007] in a case where a Rquld-crystai device provkies vimjal presentations, great processing capabHity Is required 
for effiBcting Image processing, and an enormous amount of image data must be stored. For these reasons. If a control 
unit is divided Into a nmln control unit and sub-control units such that a detemrunatlon pertaining to player's profits is 
rendered by the main control unit and such that Image processing which is lower-hlererchKal-level prooesslng of the 
main control unit is perfomned by the sub-control units, as Is the case with the retated-art slot machine, burdens imposed 
on the sub-control units increroe, thereby incurring the risk of precluding smooth control of game. 
[0006] In order to attrect a player to play a game In accordance with his tastes, there must be prepared a plureilty 

^0 of types of slot machines which provide different presentations. Even slot machines providir^ different presentations 
have a commonaOty with regard to the principal control of game operation. 

[OOOq However, in the related-art slot machine, a control processing architecture is not fregmented. For this reason, 
a control unit must be re-deslgned for each of slot machines performing different game operations, thus adding to 
manufacturing costs. 

^5 [0010] Even when a portion of functions of the control unit have faOed, the entire control unit must be replaced. In 
this regard, costs of a slot machine are also Increased. 

[001 1] The present Invention has been conceived in light of the foregoing circumstances and Is aimed at providing 
a gaming machine capable of diminishing manufocturing costs and maintenance costs, as well as capable of perfonning 
snraoth control operation even when provkiing a variety of gaming presenrtatk)ns. 

so 

SUIMMARY OF THE INVENTION 

p»012] To these ends, a gaming machine according to the present invention comprises: 

55 a variable display section for variably displaying a plurality of types of symbols required for gaming; 
a starting device for starting variable display of the symbols; 
a stopping device for stopping the symbols being variably displayed; 

a profit provision device for providing a player with profits if a combination of symbols constitutes a predetermined 
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winning mode when the symbolB are stopped emd displayed; 

an image display devloe for displaying information about a game; 

a sound generation device for generating a sound relevant to a game; and 

a oonlTDl device for ef ectrically controlling the variable display section, the starting device, the stopping device, the 
profit provision device, the image display device, and the sound generation device on the basis of a hierarchical 
processing structure, the control device including 

a main control device for controlling the first hierarchlcai level, which is the highest hierarchical processing level 
of the gaming machine, 

an intemnediate control device for contmiling the second hierarchical level situated lower than the first hierarchical 
level, under control of the main control device, and 

a lower control device for controlling a third hierarchical level situated lower than the second hiererchlcaJ level, 
under control of the Intemiediata control device. 

[001 3] Preferably, the control device perfonns processing for making a decision pertaining to the pteyet^ profits, and 
the lower control device controls image display to be performed by the image display device. Further, the intermediate 
control device preferebly performs control operations other than those to be peiformed by the lower control device. 
[0014] Preferably, the Intermediate control device perfbmis control operations Including a sound generation control 
operation to be performed fay the sound generation device. 

[001 5] Preferably, the Intemnediate control means is controlled in accordance with a command code transmitted from 
the main control means, and the lower control means is controlled In accordance with a command code transmitted 
from the intermediate control means. 

[0016] .Preferably, the lower control device comprises a plurality of control boards specialized for specific control 
processing operations, respectively. 

[0017] Preferably, the lower control means Is equipped with a lamp control board. 

[0016] Preferebly, the lower control means is equipped with a control board having mounted thereon at least an 
image control CPU and character ROM. 

[0019] The control device is embodied by, for ecample, a microcomputer having features such as a CPU, ROM, and 
RAM. The gaming machine is controlled by means of the CPU operating in accordance with a sequence program 
stored in the ROM or a lilce memory device. 

[0020] Further, the present invention provides a gaming machine comprising: 

variable display means for variably displaying a plurality of types of symbols required for gaming; 
starting means for starting variable display of the symbols; 
stopping means for stopping the symtxsls being variably displayed; 

profit provision means for providing a player with profits if a combination of symbols constitutes a predetermined 

winning mode when the symbols are stopped and displayed; 

image display means for displaying Infomriation about a game; 

sound generation means for generating a sound relevant to a game; and 

control means for eledricaiiy controlling the variable display means, the starting means, the stopping means, the 
profit provision means, the image display means, and the sound generation means on the basis of a hierarchical 
processing structure, the control means including 

main control means for controDIng the first hierarchical level, which is the highest hierarchical processing level of 
the gaming machine, 

intermediate control means for corrtroliing the second hierarchical level situated lower than the first hierarchical 
level, under control of the main control means, and 

lower control means for controlDng a third hierarchical level situated lower than the second hierarchlcai level, under 
control of the Intermediate control means. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0021] Rg. 1 a front view of a slot machine according to an embodiment of the present invention; 
[0022] Rg. 2 is a schematic block diagram of a control unit (main control board); 

[0023] Rg. 3 Is a schematic blodc diagram of the control unit (a sub-control board and an image control board); 

[0024] Rg. 4 is a table describing an IN port Onput port [QD constituting the sub-control board; 

[0025] Rg. 5 is a table describing an OUT port (output port [0]) constituting the sub-control board; 

[0020] Rg. 6 is a table describing an IN port (a command receive port [of higher hierarchical level]) constituting the 

sub-control board; 

[0027] Rg. 7 is a table describing an IN port (a command receive port [of lower hierarchical leveQ) constituting the 
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sub-control boanJ; 

[002q Fig. 8 is a table describing an OUT port (a command receive port [of lower hierarchical level]} constituting the 
sub-control board; 

[0029] Rg. 9 is a table descnbing an OUT port (a sound output port) constituting the sub-control board; 

[0030] Rg. 1 0 is a table for describing commands to be recent by the command receive port; 

[0031] Rg. 11 is an illustration for describing a data value corresponding to a command oode (MCMD.iNIT); 

[0032] Rg. 12 is an illuslFatlon for describing a data value coiresponding to a command code (IMCiiAD.DEMO); 

[0033] Rg. 1 3 is an lilustFation for describing a data value corresponding to a command code (IMCMD.IMDIN); 

[0034] Rg. 14 Is an illi^tration for describing a data value corresponding to a command code (iVICMD.NMST); 

[003^ Rg. 15 Is an illustration for describing a data value conespondlng to a command code (MCMD.RBST); 

[0036] Rg. 16 is an iliusiration for describing a data value conesponding to a command code (IMCMD.BBST); 

[0037] Rg. 17 is an illustration for describing a data value corresponding to a command code (MCIMD.RLSP); 

[0038] Rg. 18 is an illustration for describing a data value conesponding to a command code (MCMD.NHiT); 

[0039] Rg. 19 is an lIliKliatlon for describing a data value corresponding to a command code (IVICMD.JHiT); 

[0040] Rg. 20 is an illustration for describing a data value conesponding to a command code (MCMD.POFN); 

[0041] Rg. 21 is an Illustration for describing a data value corresponding to a command code (MCMD.BNST); 

[0042] Rg. 22 is an illustration for describing a data value conesponding to a command code (MCMdIbbfn); 

[0043] Rg. 23 is an illustration for describing a data value conesponding to a command code (MCMD.ERR); 

[0044] Rg. 24 is an illustration for describing a data value corresponding to a command code (MCMD^PSEL); 

[0045] Rg. 25 is an illustration for describing a data value conesponding to a command code (MCMD.SUND); 

[0046] Rg. 26 is a table for demiblng a display control code to be transnutted irom a liquid crystal display command 
transmission port; 

[0047] Rg. 27 Is an Illustration for describing a data value conesponding to a command code (DSP.INiT); 

[004q Rg. 28 Is an illustration for describing a data value conesponding to a command code (DSP_DEMO); 

[0049] Rg. 29 is an illustration for describing a data value conesponding to a command code (DSP.REEL); 

[0050] Rg. 30 is an lIlLdration for describing displayed symbol data; 

[0051] Rg. 31 is an Illustration for describing a data value corresponding to a command code (DSP.NSTR); 

[0052] Rg. 32 Is an illustration for describing a data value conesponding to a command code (DSP.SSTR); 

[0053] Rg. 33 is an illustration for describing a data value conesponding to a command code (DSP.NLSP); 

[0054] Rg. 34 is an illustration for describing a data value conesponding to a command code (DSP^RECH); 

[0055] Rg. 35 is an iliusiration for describing a data value conesponding to a command code (DSP.SSTP); 

[OOSq Rg. 36 » an Illustration for describing a data value conesponding to a command code (DSP.NHIT); 

[0057] Rg. 37 is an illustration for describing a data value conesponding to a command code (DSP.SHIT); 

[0058] Rg. 38 is an Illustration for describing a data value conesponding to a command code (DSP_BHiT); 

[0059] Rg. 39 s an llii^ation for descnbing a data value conesponding to a command code (DSP.BSTG); 

[0080] Rg. 40 B an illustration for describing a data value corresponding to a command code (DSP.RSTR); 

[0061] Rg. 41 Is an illustration for describing a data value conesponding to a command code (DSP.JHIT); 

[0082] Rg. 42 is an Illustration for describing a data value conesponding to a command code (DSP^BSTR); 

[0089] Rg- 43 en Illustration for describing a data value conesponding to a command code (DSP.BNHT); 

[0084] Rg. 44 is an iliuslraftion for describing a data vaiue con-esponding to a command code (DSP.BRHT); 

[0085] Rg. 45 IS an illustration for describing a data vaiue conesponding to a command code (DSP.ERR); 

[OOOq Rg. 46 is a table for describing constants to be used in control processing perfonned by the sub-control board; 

[0087] Rg. 47 Is an Illustration for describing a timer to be used in the control processing perfonned by the sub- 
control board; 

[0088] Rg. 48 Is an iDustration for describing a fiag to be used In the corrtnDi processing perfomned by the sub-contrd 
board; 

[0089] FiQ- 49 Is a table for describing a woric area used In the control processing to be performed by the sub-contnH 
board; 

[0070] Rg. 50 Is a table for describing a woric area used In the control processing to be perfonned by the sub-control 

board; 

[0071] Rg. 51 is an Dlustration for describing a sequence control table stored In program ROM of the sub-control 
board; 

[0072] Rg. 52 is an Illustration for describing command data to be transmitted to sound source IC; 

[0073] Rg. 53 Is an IDustration for describing sound effects (powerball 3 L/-ZH/foilure) generated by the sound source 

IC; 

[0074] Rg. 54 is an IliustrBtion for describing sound efTects (powerball 3, U-ZHi winning) generated by the sound 
source IC; 

[007q Rg. 55 Is an Illustration for descrit^ng sound effects (RB stage 3, completion of eight jadcpot winnings) gen- 



EP1 111 SS8A2 



erated by the sound source IC; 

[0076] Rg. 56 is en QlustrBtion for describing sound effects (RB stage 3, jaclcpot failures ended with punctures) 
genemted by the sound source IC; 

[0077] Rg. 57 is an illustration for describing sound effects (RB stage 3, Jaclcpot winnings ended with punctures) 
generated by the sound source IC; 

[0076] Fig. 58 is a table for describing sound output request control code; 

[0079] Fig. 59 is a table for describing sound output request control code; 

[0080] Rg. 60 is a table for describing sound output request control code; 

[0081] Rg. 61is an illustration for d^cribing a sound output data table; 

[0082] Rg. 62 Is an illustration for desc^blng a sound output data table; 

[0083] Rg. 63 Is an illustration for describing a sound cuitput data table; 

[0084] Rg. 64 is an illustration for describing a sound output data table; 

[0085] Rg. 65 b an illiBlration for describing a sound output data table; 

[0086] Rg. 66 6 an illustration for describing a sound output data table; 

[0087] Rg. 67 is an Illustration for describing a scujnd output data table; 

[008^ Rg. 68 is an illustration for describing a sound output data table; 

[0089] Rg. 69 is an Illustration for describing a sound output data table; 

[0090] Rg. 70 Is an illustration for describing a sound output data table; 

[0091] Rg. 71 is an illustration for describing a sound output data table; 

[0092] Rg. 72 is an illustration for describing a scnjnd output data table; 

[0093] Rg. 73 is an Illustration for describing a sound output data table; 

[0094] Rg. 74 B an iliusiration for describing a sound output data table; 

[0095] Rg. 75 Is an illustration for describing a sound output data table; 

[0096] Rg. 76 is a table for describing sound codes used In the sound output data table; 

[0097] Fig. 77 Is an illustration for describing a U-ZHI presentation selec;tion table to be used during a normal game; 
[0098] Rg. 78 is an niustratlon for describing the U^Hi presentation selection table to be used during a normal game; 
[0099] Rg. 79 is an niustratlon for describing the U-ZHl presentation selection table to be used during a norma! game; 
[0100] Rg. 60 is an niustratton for describing the LJ^HI presentation selection table to be used during a normal game; 
[01 01] Rg. 81 is an niustration for describing the presentation selection table to be used during a normal game; 
[0102] Rg. 82 is an Illustration for describing a U-ZHI presentation selection table to be used during an intemaily- 
generated bonus game; 

[0103] Rg. 83 is an illustration for describing the LhZHI presentation selection table to be used during an internally- 
generated bcxnus game; 

[01 04] Rg. 84 is an illustration for describing the U-ZHi presentation selection table to be used during an internally- 
generated bonus game; 

[0105] Rg. 85 Is an Illustration for describing the U-ZHI presentation selection table to be used during an internally^ 
generated bonus game; 

[0106] Rg. 86 is an illustration for describing ttie i./-2H/ presentation selection table to be used during an intemally- 
generated bonus game; 

[0107] Rg. 87 is an Illustration for describing a U^l presentation selection table to be used for illuminating WIN 
lamps; 

[0108] Rg. 88 is an iOustratlon for describing the U-ZH! presentation selection table to be used for illuminating WIN 
lamps; 

[0109] Rg. 69 Is an IDustration for describing the U-ZH! presentation selection table to be used for Illuminating WIN 

lannps; 

[01 10] Rg. 90 is an IDustration for describing ttie U-ZHf presentation selection table to be used for Illuminating WIN 
lamps; 

[0111] Rg. 91 is an inustration for describing the L/-ZH/ presentation selection table to be used for Illuminating WIN 
lamps; 

[0112] Rg. 92 is an illustration for deso-iblng a U-ZH! presentation displayed-symbol table for effecting 'BBRECH- 
DA7BB" generation presentation; 

[01 Rg. 93 is an Qlustration for describing a Ll-ZH! presentation displayed-symbol table for effadlng "RBRECH- 
DATRB" generation presentation; 

[01 14] Rg. 94 Is an Illustration for describing a LAZH/ presentation displayed-symbol table for effecUng "MSREC- 
CHDAT failure presentation; 

[01 15] Rg. 95 is an illustretion for describing a table for selecting a center symbol to be displayed when "balancing- 
on-rolling-baD Ll-ZHr has failed; 

[01 iq Rg. 96 Is an itiustration for describing a tat>le for selecting symbols to be displayed during a normal game (no 
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[0117] Fig. 97 is an illustration for describing a table for selecting symbols to be displayed during an internally- 
generated bonus game (without U-ZHf); 

[Oliq Fig. 98 Is an inustration for describing a table for selecting flash data to be used with the UhZH! presentation 
selection table; 

[0119] Fig. 99 is a table for describing the relationship between flash data, random numbers for selection, a reel 
bCnldng pattem, and presentation sound (start sound); 

[0120] Rg. 100 Is a table for describing the relationship between flash data, random numbers fbr selection, a reel 
bOnldng pattern, and presentation sound (start sound); 
10 [0121] Fig. 101 is a table fbr describing the relationship between flash data, random numbers for selection, a reel 
bGnking pattern, and presentation sound (start sound); 

[0122] Fig. 102 is a table fbr describing the rsiationshlp between flesh data, random numbers for selection, a reel 
bDnkIng pattern, and presentation sound (start sound); 

[0123] Rg. 1 03 Is a demonstration display appearing In response to a command code "02h" (shown in Fig. 28); 
15 [0124] Rg. 104 is a demonstration display appearing in response to the command code '^2h" (shown in Rg. 26); 

[012q Rg. 1 05 Is a demonstration display appearing In response to the command code "02h" (shown in Rg. 28); 

[0120] Rg. 1 06 Is a demonstration display appearing In response to the command code TOh" (shown In Rg. 28); 

[01Z7] Rg. 107 is a reel screen display appearing in response to a command code "03h" (shown in Rg. 29); 

[0128] Rg. 108 Is a reel screen display appearing In response to the command code "03h" (shown in Rg. 29); 
20 [0129] Rg. 109 is a sign presentation display appearing In response to a command oode Wh° (shown In Rg. 31); 

[01 3(q Rg. 1 1 0 is a sign presentation display appearing in response to the command oode Wh" (shown in Fig. 31 ); 

[0131] Rg. 111 is a sign presentation display appearing In response to the command code 'Wh" (shown In Fig. 31); 

[0132] Rg. 112 is a sign presentation display appearing In response to the command code "(Mh** (showvn In Fig. 31); 

[0133] Rg. 113 Is a sign presentation display appearing in response to the command code "Wh" (shown In Fig. 31); 
^ [0134] Rg. 114 is a sign presentation display appearing In response to the command oode "04h" (shown In Fig. 31); 

[0135] Rg. 115 Is a sign presentation display appearing In response to the command code Wh" (shown in Rg. 31); 

[0130] Rg. 116 Is a sign presentation display appearing In response to the command code "04h" (shown In Fig. 31); 

[0137] Rg. 117 Is a sign presentation display appearing in response to the command code "OAh" (shown in Rg. 31); 

[0138] Fig. 118 is a sign presentation display appearing in response to the command oode Wh" (shown in Fig. 31); 
30 [0139] Rg. 119 is a sign presentation display appearing in response to the command code "04h" (shown in Fig. 31); 

[0140] Rg. 120 is a sign presentation display appearing In response to the command code "04h" (shown in Rg. 31); 

[0141] Rg. 121 is a U-ZH( presentation display appearing in response to a command code "^Th** (shown In Fig. 34); 

[0142] Rg. 122 Isa L/-2H/prBsentBtion display appearing In response to the command oode"07h" (shown in Rg. 34); 

[0143] Rg. 123 Is a U-ZH/ presentation display appearing in response to the command code "07h" (shown in Rg. 34); 
56 [0144] Rg. 124 is a LhZH! presentation display appearing in response to the command code Wh" (shown in Rg. 34); 

[0145] Rg. 125 is a U-ZH/ presentation display appearing In response to the command code "O/h" (shown in Rg. 34); 

[0140] Rg. 126 isa L/-ZH/ presentation display appearing in response to the command oode-G7h' (shown in Rg. 34); 

[0147] Rg. 127 is a L/-ZH/ presentation display appearing in response to the command oode '07h" (shown in Rg.34); 

[0148] Fig. 128 is a U-ZHl presentation display appearing In response to the command oode "OTh" (shown In Rg. 34); 
^0 [0149] Fig. 129 Is a LhZHl presentation display appearing in response to the command code "OTh" (shown In Rg. 34); 

[01 50] Fig. 130 is a U-ZHI presentation display appearing In response to the command code "OTh" (shown in Rg. 34); 

[01 51] Fig. 131 is a U-ZHI presentation display appearing in response to the command code "OTh" (shown in Rg. 34); 

[01 52] Fig. 132 is a U-ZHI presentation display appearing in response to the command oode "OTh" (shown In Rg. 34); 

[01 53] Fig. 1 33 is a LhZHl presentation display appearing In response to the command code "OZh" (shown In Rg . 34); 
46 [01 54] Fig. 1 34 is a LhZHl presentation display appearing in response to the command code "07h" (shown in Rg. 34); 

[01 55] Fig. 135 is a LhZHl presentation display appearing in response to the command code "OTh" (^own In Rg. 34); 

[01 Sq Fig. 136 te a LhZHl presentation display appearing in response to the command oode '07h" (shown In Rg. 34); 

[01 57] Fig. 137 is a LhZHl presentation display appearing In response to the command oode "aTh" (shown in Rg. 34); 

[01 58] Rg. 1 38 Is a LhZHl presentation display appearing In response to the command code "07h" (shown In Rg. 34); 
so [01 59] Rg. 1 39 is a LhZHl presentation display appearing In response to the command code "OTh" (shown In Rg. 34); 

[01 60] Rg. 1 40 is a U-ZHI presentation display appearing In response to the command oode "OTh" (shown in Rg. 34); 

[0161] Rg. 141 is a l^ZH/ presentation display appearing in response to the command oode '07h" (shown in Rg. 34)^ 
[0162] Rg. 142 Is a big bonus stage presentation screen appearing In response to a command oode "OCh" (shown 
inRg.39); 

65 [0163] Rg. 143 is a big bonus stage presentation screen appearing in response to the cornmand code "OCh" (shown 
in Rg.39); 

[01 64] Rg. 144 is a big bonus stage presentation sm&n appearing In response to the command code "OCh" (shown 
InRg.39); 
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[01 Fig. 145 is a big bonus stage presentetion screen appearing In resporm to the command coda "OCh" (shown 
in Fig. 39); 

[0196] Rg. 146 Is a big bonus stage presentation screen appearing in response to the command coda "OCh*" (shown 
in Fig. 39); 

ff [01 67] Rg. 1 47 Is a big bonus stage presentation screen appearing in response to the command code "OCh" (shown 
in Fig. 39); 

[0168] Rg. 148 is a big bonus stage presentation screen appearing in response to the command code ^'OCh" (shown 
in Fig. 39); 

[01^ Rg. 149 Is a big bonusstage presentation screen appearing In r^onse to the command code^OCh" (shown 
10 in Fig. 39); 

[01 7Q] Rg. 150 Is a big bonus stage presentation screen appearing In response to the command code "OCh*' (shown 
In Fig. 39); 

[0171] Rg. 151 Is a big bonus stage presentation screen appearing in response to the command code"OCh" (shown 
In Fig. 39); 

15 [01 72] Rg. 1 52 Is a big bonus stage presentation screen appearing In response to the command code "OCh" (shown 
in Fig. 39); 

[0173] Rg. 153 is a big bonusstage presentation screen appearing in response to the command code "OCh" (shown 
in Rg. 39); 

[0174] Rg. 154 is a regular bonus stage presentalion screen appearing in response to a command code "ODh" 
20 (shown In Fig. 40); 

[0175] Rg. 155 is a regular bonus stage presentation screen appearing In response to the command code "ODh" 
(shown in Fig. 40); 

[0176] Rg. 158 is a regular bonm stage presentation screen appearing In response to the command code "ODh" 
(shown in Fig. 40); 

» [0177] Rg. 157 is a regular bonus stage presentation screen appearing in response to the command oode "ODh" 
(shown in Fig. 40); 

[0l7q Rg. 156 Is a JacKpot-game-wlnning presentation screen appearing in response to a comnand code "OEh" 
(shown in Fig. 41); 

[0179] Rg. 159 Is a Jackpot-game-winnIng presentation screen appearing in response to the command code "OEh" 
30 (shown in Fig. 41); 

[01 80] Rg. 1 60 Is a Jackpot-^ame-winning presentation screen appearing in response to the command oode "OEh" 
(shown in Fig. 41); 

[0181] Rg. 161 is a big bonus game presentation screen appearing In response to a command oode "OFh" (shown 

in Fig. 42): 

^ [01 82] Rg. 1 62 is a big bonus game presentation screen appearing in response to the command code "OFh" (shown 
In Rg.42); 

[0183] Rg. 1 63 is a big bonus game presentation screen appearing in response to the command code "OFh" (shown 
in Fig. 42); 

[0184] Rg. 164 Is a smell-Jackpot combination winning presentation screen appearing during a nomial game In big 
40 bonus in response to a command code "1 Oh" (shown in Rg. 43); 

[Oloq Rg. 165 is a malHackpot combination winning presentation screen appearing during a normal game In big 
bonus In response to the command code "iOh" (shown in Fig. 43); 

[0186] Rg. 166 is a smail-Jackpot combination winning presentation screen appearing during a normal game in big 
bonus in response to the command code "10h" (shown In Rg. 43); 
46 [0187] Rg. 1 67 is a small-Jackpot combination winning presentation screen appearing during a normal game in big 
bonus in response to the command code "lOh" (shown in Fig. 43); 

[018q Rg. 1 66 is a small-Jackpot combination winning presentation screen appearing during a noimai game in big 
bonus in response to the command code "lOh" (shown In Rg. 43); 

[0189] Rg. 169 is a small-jackpot combination winning presentation screen appearir^ during a normal game in big 
so bonus In response to the command code "lOh" (shown In Rg. 43); 

[0190] Rg. 170 is a regular bonus winning presentation screen appearing during a big bonus In response to a com- 
mand code "iih" (shown in Fig. 44); 

[0191] Rg. 171 Is a regular bonus winning presentation screen appearing during a big bonus In response to the 
command code "lih" (shown In Rg. 44); 

[0192] Rg. 172 is a regular bonus winning presentation screen appearing during a big bonus in response to the 
command code "ilh" (shown in Rg. 44); 

[0193] Rg. 173 is a regular bonus winning presentation screen appearing during a big bonus in response to the 
command code "Ilh" (shown in Rg. 44); 
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[0194] Fig. 174 ts an error display screen appearing In response to a command code "12h° (shown (n Fig. 45); 

[0195] Fig. 175 is an error display screen appearing In response to the command code 'iTJhT (shown In Fig. 45); 

[019fi] Fig. 1 76 is an error display screen appearing In response to the commend coda "12h" (shown In Rg. 45); 

[0197] Rg. 177 Is an error display screen appearing in response to the command code "12h" (shown In Rg. 45); 

[0198] Rg. 178 is an error display sa-een appearing in response to the command code "12h" (shown In Rg. 46); 

[0199] Rg. 179 is a flowchart showing procedures for receive interrupt processing; 

[0200] Rg. 1 80 is a flowchart showing procedures for receive interrupt processing; 

[0201] Rg. 1 81 is a flowchart showing procedures for receive interrupt processing; 

[0202] Rg. 1 82 Is a flowchart showing procedures for receive Interrupt preceding; 

[0203] Rg. 1 83 is a flowchart showing procedures for timer interrupt processing; 

[0204] Rg. 1 84 is a flowchart showing procedures for receive interrupt processing; 

[0205] Rg. 1 85 is a flowchart showing prooedures for receive interrupt processing; 

[0206] Rg. 1 86 is a flowchart showing prooedures for transmission start processing; 

[0207] Rg. 187 is a flowchart showing procedures for command transmission processing; 

[0208] Rg. 188 is a flowchart showing prooedures for presentation restoration checic processing; 

[0209] Rg. 189 is a flowchart showing procedures for pnesentatbn restoration checic processing; 

[0210] Rg. 190 Is a flowchart showing procedures for presentation nonrestoratlon processing; 

[021 1] Rg. 1 91 is a flowchart showing prooedures for presentation control processing; 

[021 q Rg. 1 92 is a flowchart showing prooedures for presentation contrx)i proofing; 

[0213] Rg. 193 is a flowchart showing prooedures for game status checic processing; 

[0214] Rg. 1 94 is a flowchart showing procedures for game status check processing; 

[021 5\ Rg. 1 95 is a flowchart showing procedures for game status check processing; 

[0216] Fig. 196 is a flowchart showing procedures Ibr presentation sequence oontrol prxjcessing; 

[0217] Fig. 197 is a flowchart showing procedures for presentation sequence oontrol processing; 

[0218] Rg. 198 is a flowchart showing prooedures for analyzing a received command; 

[021 9] Rg. 1 99 is a flowchart showing prooedures for demonstration display command processing; 

[022cr] Rg. 200 Is a flowchart showing prooedures for token Insertion command processing; 

[0221] Rg. 201 is a flowchart showing procedures for token Insertion command processing; 

[0222] Rg. 202 Is a flowchart showing procedures for game start command processing during a nonnal game; 

[0223] Rg. 203 Is a flowchart showing procedures lor reel spinning start command processing during a regular bonus 

game; 

[0224] Rg. 204 Is a flowchart showing procedures for reel spinning start command processing during a regular bonus 
game; 

[0225] Rg. 205 Is a flowchart showing procedures for reel spinning start command processing during a big bonus 
game; 

[0226] Rg. 206 Is a flowchart showing procedures for reel spinning start command processing during a big bonus 
game; 

[0227] Rg. 207 Is a flowchart showing prooeduras for stop reel command processing; 

[022q Rg. 208 Is a flowchart showing prooedures for stop reel command processing; 

[0229] Rg. 209 is a flowchart showing procedures for stop reel command processing; 

[0230] Rg. 210 Is a flowchart showing prooedures for stop reel command processing; 

[0231] Rg. 211 is a flowchart showing procedures for winning (all-reel-stop) command processing; 

[0232] Rg. 212 is a flowchart showing procedures for winning (all-TOel-stop) command processing; 

[0233] Rg. 2 13 is a flowchart showing procedures for winning (ali-reei-stop) command processing; 

[0234] Rg. 214 Is a flowchart showing prooedures for jackpot-winning command processing; 

[0235] Rg. 215 is a flowchart showing prooedures for jackpot-winning command processing; 

[0236] Rg. 216 is a flowchart showing prooedures for payout completion command processing; 

[0237] Rg. 217 is a flowchart showing prooedures for processing pertaining to an Instruction changing the status of 

a bonus game; 

[0238] Rg. 218 Is a flowchart showing procedures for processing pertaining to an instruction changing the status of 
a bonus game; 

[0239] Rg. 21 9 is a flowchart showing prooedures for operation command processing to be performed when a big 
bonus ends; 

[024iq Rg. 220 is a flowchart showing procedures fbr operatton command processing to be perfbrmed when a 
bonus ends; 

[0241] Rg. 221 is a flowchart showing prooedures for error presentation command processing; 
[0242] Rg. 222 is a flowchart showing prooedures for error presentation command processing; 
[0243] Rg. 223 Is a flowchart showing prooedures for main-CPU-presentation-type command prxicessing; 
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[0244] Rg. 224 15 a flowchart showing procedures for main-CPU-presantation^ype oommand processing; 
[0245] Fig. 225 Is a flowchart showing procedures for main-CPU-presentation-^ype oommand processing; 
[024Q Rg. 226 is a flowchart showing procedures for sound single oommand processing; 
[0247] Rg. 227 Is a flowchart showing procedures for presentation selection processing to be perfbmied wtien a 
nomnai game and a bonus game Is intemally generated; 

[024q Rg. 228 Is a flowchart showing procedures for presentation seledion processing to be performed when a 
normal game and a bonus game Is internally genenated; 

[0249] Rg. 229 is a flowchart showing procedures lior presentation selection processing to be performed when a 

nomnai game and a bonus game is Intemally generated; 

[0250] Rg. 230 is a flowchart showing procedures for presentation selection processing to be performed when a 
normal game and a bonus game is intemaOy generated; 

[0251] Rg. 231 is a flowchart showing procedures for bonus-winning processing; 

[02SZ] Rg. 232 is a flowchart showing procedures for bonus-winning processing; 

[0253] Rg. 233 Is a flowchart showing procedures for winning during a big bonus game; 

[0254] Rg. 234 is a flowchart showing procedures for winning during a big bonus game; 

[0255] Rg. 235 Is a flowchart showing procedures for winning during e big bonus game; 

[025q Rg. 236 is a flowchart showing procedures for winning during a big bonus game; 

PI257] Rg. 237 is a flowchart showing procedures for presentation status reset processing; 

[0258] Rg. 238 is a flowchart showing procedures for sound restoration processing; 

[0250] Rg. 239 is a flowchart showing procedures for received command storage processing; 

[025(g Rg. 240 Is a flowchart showing procedures for command fetch processing; 

[0261] Rg. 241 is a flowchart showing procedures for winning-eign-presenlation-type selection processing; 

[026Z] Rg. 242 is a flowchart showing procedures for winning-slgn-presentatlon-type selection processing; 

[0283] Rg. 243 is a flowchart showing procedures for LZ-ZHI-presentation-type selec^on processing; 

[0284] Rg. 244 Is a flowchart showing procedures for l/-ZHA-presentatlon-type selection processing; 

[0265] Rg. 245 is a flowchart showing procedures for LZ-ZHZ-pneaentation-type selection processing; 

[0286] Rg. 246 is a flowchart showing procedures for selecting from a selection table symbols to be displayed; 

[0287] Rg. 247 Is a flowchart showing procedures for sound control processing; 

[0268] Rg. 248 is a flowchart showing procedures for sound initialization processing; 

[0288] Rg. 249 is a flowchart showing procedures for sound mute processing; 

[0270] Rg. 250 Is a flowchart showing procedures for sound mute processing; 

[0271] Rg. 251 is a flowchart showing procedures for sound output processing; 

[0272] Rg. 252 is a flowchart showing prooedunes for sound output processing; 

[0273] Rg. 253 is a flowchart showing procedures for sound output processing; 

[0274] Rg. 254 Is a flowchart showing procedures for sound output processing; 

[0275] Rg. 255 is a flowchart showing procedures for SD.OUT sound output data transmission processing; 

[0276] Rg. 256 is a flowchart showing procedures for stopping replay of all channels; 

[0277] Rg. 257 Is a flowchart showing tmnsntission timing of a transmission command; 

[027q Rg. 258 is a flowchart showing transmission timing of a transmission command; 

[0279] Rg. 259 Is a flowchart showing transmission timing of a transmission command; 

[0280] Rg. 260 Is an Illustration showing the configuration of a transmission command; 

[0281] Rg. 261 is an iHustration for describing a reel biinldng pattem; 

[028^^ Rg. 262 Is an iliustration for describing a reel blinking pattern; 

[0283] Rg. 263 is an Illustration for describing a reel blinking pattem; 

[0284] Rg. 264 is an Illustration for desolblng a reel blinking pattem; 

[0285] Rg. 265 Is an Illustration for describing a reel blinking pattem; 

[0286] Rg. 266 is an illustration for describing a reel blinking pattern; 

[0287] Rg. 267 Is an illustration for describing a reel blinking pattem; and 

[028q Rg. 266 Is an Illustration fior describing a reel blinking pattem. 

DESCRIPTION OF THE PREFERRED EIWBODWyiENTS 

[0289] Preferred embodiments of the present Invention will be described by the accompanying drawings. 

[0290] Throughout the foitowing descriptions, a slot machine Is taken as a typtoal gaming machine. 

Slot Machine 

[0291] Rg. 1 is a front view showing an embodiment of the slot machine according to the present invention. 
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[0292] As shown in Fig. 1 , the slot madiine 1 according to the present invention has a housing 3, and a redosable 
front door 2 is provided on the front surtace of the housing 3. A display window 4 Is formed at a position above end 
near the center of the front face of the front door 2. The respective outer peripheral surfaces of three reels Sa to 5c 
disposed within the housing 3 face the display window 4. Winning-line Indicators 6 for indicating effective winning lines 
are printed across the display window 4 so as to extend to the peripheries thereof. Herep the winning-line indicators 6 
are constituted of a total of five indicators; that is, three horizontal indicators and two diagonal indicators crossing the 
horizontal ones. Also, effective-line indicator lamps 7a to 7e are provided on the left-end side of the winning-line indi- 
cators 6a to 6e for Indicating corresponding effective winning lines. 

[0293] In the following descriptions^ the left-side reel 5a is called a first reel; the right-side reel 5c is called a second 
10 reel; and the center reel 5b is called a third reel. Stoppage of the first reel is called a first stoppage; stoppage of the 
second reel is called a second stoppage; end stoppage of the third reel is called a third stoppage. A symbol displayed 
at the time of stoppage of the first reel is sometimes called simply a leil-slde displayed symbol; a symbol displayed at 
the time of stoppage of the second reel Is sometimes calted simply a right-side displayed symbol; and a symtxsi dis- 
played at the time of stoppage of the third reef is sometimes caDed simply a center displayed symbol. 
15 [0294] Although the three reels 5a to 5c are disposed within a single display window 4 in the embodiment shown in 
Fig. 1, discrete display windows may be provided so as to correspond to the reels 5a to 5c. Further, although five 
effective winning lines are provided here, the effective winning lines may be provided in any number, such as seven 
or nine. 

[0295] On the right-end side of the winning-line Indicators 6, there are provided a replay display lamp 6 which la 
20 Illuminated at the time of a replay winning; a game stop display lamp 9 tor displaying a wait time from starling of the 
last reel spinning until starting of the next reel spinning is permitted; a winning display lamp 10 tor indicating that a 
winning combination Is generated; a game start display lamp 11 tor Indicating that a start switch 20 is active; and a 
gaming tolcen Insertion lamp 12 for indicating that inseriSon of gaming tokens Is permitted. 

[0296] An Image display section 13 for displaying game Information is disposed in substontaliy the center of the 
25 front face of the front door 2 and below the display window 4. The image display section 13 consists of, tor example, 
a liquid-crystal display, a plasma display, an EL display, a CRT display, a dot-matrix Indicator, or the like, and can 
display a game presentation, which will be explained later In detail, in the form of a stationary Image or an animation. 
[0297] In the embodiment shown in FIG. 1, the reels 5a to 5c, whtoh are variable display means, and the image 
display section 13 are constructed separately firom each other. However, they may be indicated in a single display 
30 device through use of a CRT display of about 1 7 Inches or a like device. In this case, simulated reels can be displayed 
on the CRT in place of the reels 5a to 5c. 

[029q A token Irisertton stot 14 is formed on the right side of the image display section 13 tor enabling simultaneous 
insertion of gaming tokens to be used tor gaming. An open/close key 15 is provided on the front door 2 and in a position 
lower right with reteronce to the token insertion slot 14. A first bet switoh 16 Is provided on the left side of the image 
35 display section 3 for enabling insertion of gaming tokens on a one-by-one bass within a credited range. A second bet 
switch 17 Is provided next the first bet switch 16 for insertion of two gaming tokens within the credited range. In addition, 
a max bet switch 18 is provided Just to the left of the image display section 13 tor enabling insertion dt gaming tokens 
up to a maximum bet number (three In this embodiment) within the credited range. 

[029Q Though not shown, a card unit may be atteched to the slot machine 1 so as to torm a card-type slot machine 
40 which accepte a valued medium such as a prepaid card or the like for loaning out gaming tokens, so that credit can 
be made in a credit section as in the case where the gaming tokens are Inserted into the slot machine 1. Further, the 
card-type slot machine may be configured such that, while the card unit is atteched to the slot machine 1 , a hopper of 
the slot machine main body is actuated upon a gaming token loan-cut operation, so as to loan out a pnedetermined 
number of gaming tokens to a token tray 22. 
45 [0300] Below the Image display section 13, the lh>nt face of the front door 2 Is provided with a C/F switoh 19 tor 
changeover between credit and payout of the tokens acquired by the player; the start switch 20 for starting spinning 
of each of the reels 5a to 5c on conditton that a gaming token hss been inserted; and three stop switches 21a to 21c 
tor stopping spinning of the respective reels 5a to 5a 

[0301] The token tray 22 is provided in a lower part of the front door 2 for receiving gaming tokens paid out as a 
so prize. A token payout slot 23 Is provided opposite the token tray 22. Sound transmission holes 24 are provided on the 
front face of the ^nt door 2 and In a position atxjve the token tray 22. A speaker 25 Is provided within the housing 3 
so as to teoe the sound transmission holes 24. 

[0302] An upper part of the ftont face of the housing 3 provided with a dividend display section 26 fbr displaying 
the number of dividend gaming tokens to be paid out as a reward for a winning combination. A decorating section 27 
55 provided with a plurality of decorating lamps (not shown) is provided above the dividend display section 26. The dec- 
orating section 27 Is divided Into a plurality of (e.g., 8) laterel sub-sections, each sut>-section including a decoreting 
temp. The decorating temp is illuminated or blinked acoording to the states of a game, thus enhancing the entertainment 
value of a game. 
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[0303] Wrthin the housing 3, the reels 5a to 5c are rotatabty disposed at Iheir respective positions where their outer 
peripheral surfjaoes face the display window 4. Further, a hopper (not shown) is disposed at a po^on oommunlcating 
with the tolcen payout slot 23 for paying out gaming tokens as a prize. A control unit (not shown) is disposed wrthin the 
housing 3 for electrically controlQng the slot machine 1. 

s [0304] A light-transparent reel tape having a pIuraGty of kinds of symbols printed thereon at predetermined intervals 
Is affixed onto the outer peripheral surface of eadi of the reels 5a to 5c. For example, the kinds of symtxsis include *7 ° 
"EXTRA," "CHERRY," "DIAIMOND," "DRAGON." "BALL," eta Twanty-one symbols are printed on each of the reels 5e 
to 5c. When symbols constitute a combination "7-7-7," a big bonus (BB) Is started. When symbols constitute a combi- 
nation "EXTRA-EXTRA-EXTRA " a regular bonus (RE) is started. In this «tua1ion, when symbol "CHERRY" is stopped 

10 at the middle stage of the left reel 5a, two gaming tokens are paid out When symbol "CHERRY" Is stopped at either 
the upper or lower stage of the left reel 5a, four gaming tokens are paid out When symbols constitute a combination 
"DIAMOND-DIAMONO-DIAMOND", ten gaming tokens are paid out, and when symbols constitute a oombinatbn 
"DRA60N-DRA60N-DF(AG0N", seven gaming tokens are paid out When symbols constitute a comblnatton "DRAG- 
ON-EXTRA-EXTRA" (i.e., an intemally-generated dragon combination to be described later), three gaming tokens are 

IS paid out When symbols constitute a combination "BALL-BALL-BALL," the player can replay a game. 

[030^ He re, the kinds of symtx^ls and the number of symbols displayed in each of the reels 5a to 5c can be changed 
as appropriate. For example, the kinds of symbols may include, in additton to those mentioned above, "BELL," "OR- 
ANGE," "PERSONp" "ANIMAL," "FISH," "JAG," "BAR," and the Dke. Further, each of symbols may be painted In a 
plurality of colore such that the symbols are distinguishable from each other. 

20 [0306] Disposed Inside each of the reels 5a to 5c are three back lamps (not shown) in a vertical row for Illuminating 
from Inside the respective reel 58 to 5c in a trensmitting manner the symtx>ls seen through the display window 4. As 
the back lamps are iDuminated, each of the reels 5a to 5c fs illuminated from inside, whereby symbols statonarily 
displayed on effective winning lines can be highlighted. 

26 <Game Played on Slot Machine> 

[0307] In order to play a game with the slot machine 1 , the player Inserts gaming tokens Into the token insertion slot 
14. Alternatively; the player actuates any of the bet switches 16, 17, and 1 8, to thereby Insert gamfrig tokens fbr game 
within e credited range. Now, effective winning Gnes are determined according to the number of inserted gaming tokens, 

30 and corresponding ones of the effedive-line indicator lamps 7a to 7e are Qluminated. For example, when one gaming 
token Is inserted, a middle horizontal line becomes efPective. When two gaming tokens are Inserted, three horizontal 
lines; that iSp the upper, middle, and lower horizontal lines, become effective. When three gaming tokens, which con- 
stitute the maximum pemnissibie bet number, are Inserted, five lines in total consisting of three horizontal lines In the 
upper, middle, and lower parts and two diagonal lines become effective. 

35 [0308] Sut>sequently, when the player actuate the start switch 20, all the reels 5a to 5c start spinning simultaneously, 
whereby a plurality of kinds of symtx>l8 printed on the respective outer peripheral surfaces of the reels 5a to 5c are 
displayed while vertically moving within the display window 4. When spinning of the reels 5a to 5c reaches a prede- 
tennined speed, corresponding stop switches 21a to 21c are made active. As the player actuates the stop switches 
21a to 21c, the corresponding reels 5a to 5c stop spinning. 

40 [0309] in a case where the combination of the symbols stationariiy displayed on an effective winning line enters a 
predetermined winning mode, the number of gaming tokens corresponding to this winning mode are pakJ out as a prize 
or added as a credit 

<Winning Mode> 

45 

[0310] Predetermined winning modes include nomnal winning modes, and special winning modes to become a start- 
ing condition for special games which are more advantageous to the player than normal games. Further, the special 
winning modes Include so-called big bonus and so-called regular bonus. 

[0311] Specific examples of winning modes Include, as frequenHy-occumng winning modes in general, so-called 
so small^CKPOT combinations such as "CHERRY,** "DIAMOND," "DRAGON," and "WATERMELON," and winning 
modes known as replay by which the next game can be played without insertion of a gaming token. 
[0312] Usually, if no winning occure in an intemaiiy-genereted game, the established intemaiiy-genereted combina- 
tion wOl not be transferred to the next and later games. Further, a relatlvdy small number of gaming tokens; i.e., 15 or 
fewer tokens, are paid out. Big bonuses and regular bonuses, which are called special winning modes are generated 
S5 when combinations of predetermined special game starting symbols are aligned on the winning lines. Here, the big 
bonuses include CT-attached big bonuses, wherein the CT-attached big bonuses further indude games known as 
challenge time (CT) in which stop control for the reels 5a to 5c by random number sampling is stopped for a predeter- 
mined period after completion of a big bonus game. 
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[0313] In such special winning games called big bonuses and regular bonuses, winning modes occur at a higher 
probability than in normal games. The intemai sampGng probability of these winning modes is much lower than that of 
small-jacicpo! combinations or replay winning. Hence, even when no winning occurs in the IntemaOy-generBted game; 
that is, when no special winning mode constituted on a winning line, their internally-generated jackpots are arranged 

0 so as to be transferable to the next and later games. A large number of gaming tolcens; i.e., on the order of about 350 
to 450 for a big bonus and about 120 for a regular bonus, be acquired in one jackpot game. 
[0314] Internal generation is that the control unit performs random number sampling and enables occurrence of a 
winning mode on the basis of a result of sampGng. If Intemai generation is performed, the reete 5a to 5c are regulated 
to stop so as to constitute winning modes to the greatest extent practicable when the player perfomns an operation for 

10 stopping the stop switches 2 1 a to 2 1 c. In contrast, if Intemai generation is not performed, even when the player performs 
an operation for stopping the stop switches 21a to 21c in an attempt to constitute a winning mode, control Is effected 
so as not to constitute a winning mode. 

<Blg Bonuse8> 

15 

[031 5] The winning modes of big bonus ere concerned with games which are started on condition that the combination 
of symbols statlonaniy displayed on an effective winning line assumes *7 " V," and "7." In this case, after a predeter- 
mined number of; e^., 15 gaming tokens, have been paid out, the player can play a big bonus game in which the 
player can advantageously acquire a greater number of gaming tokens than in a normal game. 

20 [031 6] I n this big Kxjnus game, games similar to normal games with an in craved sampling probat>iiity of smail^ackpot 
combinations (called normal games in a big bonus (BB) game [normal games in BB]) can be played up to 30 times. 
During the normal games in BB, If the symbols stationarily displayed on an effective winning line assume a combination 
of, tor example, "DIAMOND," "DIAMOND," and "DIAMOND," ten gaming tol^ are paid out. If "CHERRY" Isstationarily 
displayed in a left-side position on the display window A, two gaming tokens are paid out if the symbols stationarily 

25 displayed on an effective winning Gne assume a combination of "BAU.," "BALL," and "BALi-," which is a specific winning 
mode, five gaming tokens are paid out, and the player is allowed to play a JAC game up to three times. 
[0317] In terms of a combination of stopped symbols constltuling a winning mode as wen as the number of gaming 
tokens paid out when a winning mode is constituted, nomml games In BB are performed under substantially the same 
conditions as those under which normal games are played outside a period of a big bonus, except that no replay 

30 winning mode is available and that there is a specifio winning mode for shifting into a JAC game, in place of a specific 
winning mode serving as a starting condition of a special game. 

<JACGame> 

35 [031 q In a JACKPOT game, the start switch 20 is actuated with insertion of a predetermined number of gaming 
tokens; e.g., one gaming token, to thereby start spinning the reels 5a to 5c. Subsequently, the stop switches 21a to 
21c are actuated to stop spinning of the reels 5a to 5c. 

[0319] The player can play a bonus game (i^ally called "Jackpot Game") in which, if a combination of stopped 
symbols constitutes a predetermined combination of, e.g., "BALL," "BALL," and "BALL ° a predetermined number of; 

40 e.g., 15 gaming tokens, are paid out In connection with the slot machine constructed so as to generate a regidar 
bonus, the numt)er of garrang tokens to be paid during a regular bonus are substantially the same as those paid out 
during a JAC game arising during the big bonus. In some cases, a big bonus is defined as being constituted of a 
predetermined number of regular games In BB and a predetemilned number of regular bonuses. 
[0320] In the JAC game, the maximum number of garr^s and the maximum numt)er of wins are restricted. For ex- 

^ ample, wfien the above-mentioned game is played 12 times, which constitutes the maximum game number, or the 
number of the above-mentioned wins reaches eight, which Is the maximum winning number, the JAC game ends. 

< Regular Bonus > 

50 [0321] in addition to the above-mentioned big bonus, there are special game modes known as so-caDed regular 
bonus. 

[0322] The winning modes of regular bonus are concerned with games to be started on condition that symbols ste- 
tionarily displayed on an effective winning line constitute a combination of "EXTRA," "EXTRA," and "EXTRA." After a 
predetermined number of; for example, fifteen gaming tokens have been paid out, the player can play regular bonus 
S5 games. 

[0323] In a regular bonus game, the acquirable profit is smaDer than that In the at)ove-mentioned big bonus game. 
For example, the above-mentioned JAC game Is aflowed to be played one time at maximum. 
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Control Unit 

[0324] Gaming operations in the slot machine 1 are oonlrolled by a control unit 
[0325] This control unit will be explained with reference to Rgs. 2 and 3. 
s [0326] As shown in Figs. 2 and 3, the control unit comprises a main control board 100, a sub-control board 200, and 
an image control board 300. 

[0327] As shown in Fig. 2, the main control board 100 performs main control of gaming operations In the slot machine. 
TTie main control board 100 comprises a main CPU 101; ROM 102; RAM 103; a dock circuit 104 for generating an 
operating clock signal for the main CPU 101 ; and a probability setting section 1 05 for setting the probability cf generation 

10 of big bonus and like bonuses. 

[0328] The ROM 102 stores data items such as a winning probabflrty table fordetemnning the prubabiiity of sampling, 
intemaOy-generated combinations, a stop control table for controlling stoppage of the reels 5a to 5c according to the 
status of gaming, or the like, as well as storing prtx^essing procedures for gaming in the Mt machine 1 as a sequence 
program. As the main CPU 101 and other circuits operate according to the sequence program, gaming in the slot 

15 machine 60 is controlled. 

[0329] The dock drcuit 104 comprises a dodc pulse generator 106 for generating a reference dock at a predeter- 
mined frequency, and a divider 1 07 for generating an operating clock signal for the CPU 101 by dividing the reference 
cbck signal. 

[0330] The probability setting section 1 05 comprises a random numt)er generator 108 for generating random numt)ers 
20 within a predetermined range under the control of the main CPU 101, and a random numt>er sampling circuit 109 for 
extrading a given random number from the random numbers generated In the random numt)er generator 108 and 
transmitting the thus-extracted random number to the main CPU 101. A probabfllty setting switch 110 for setting tiie 
probability of occurrence of big bonus Is connected to the prot>abiilty settbig section 105. 

[0331] The probability setting sedlon 105 generates random numbers to be used for normal games, big bonus, or 
25 the Gke. Spedficaily, a determination as to whether or not there Is an internally-generated combination and determi- 
nation of a winning combination are nmde by means of comparing the random numt)er &dracted at the time of aeration 
of ttie start switch 20 with the winning probabQity table stored in the ROM 1 02. IntemaOy-generated bonus combinations, 
which are the results of internal generation of big bonus or regular bonus, can be transferred to the next and later 
games. In contrast, intemaliy-generated smaH-jadcpot combination or replay winning is only valid in the game in which 
30 they are internally generated. 

[0332] A plurality of 1/0 ports provided with ttie CPU 101 are connected to: the first bet switch 16; the second bet 
switch 17;themaxbet switch 16; the C/P switch 19; tiie start switch 20;atokensensor111for detecting gaming tokens 
inserted from the token insertion slot 14; a payout setting switch 112 for determining whether to effect a payout process; 
a play-out cancel switdi 113 for canceling the play-cut status; a motor drive drcuit 114; a reel-position detection drcuit 
35 115; a reel-etop-signal drcuit 116; a hopper drive drcuit 117; a payout-completion-signal drcuit 118; a speaker drive 
drcuit 119; and a lamp drive circuit 120. 

[0333] in tiie following, tiie individual circuits mentioned above will be explained in detail. 

[0334] The motor drfve drcuit 114 is connected to stepping motors 121ato 121cfor spinning the respedive reeia 5a 

to 5c. Spinning of the reels 5a to 5c is stopped or stortod by means of enabling or dsabling supply of drive pulses to 

40 the stepping motors 121a to 121c under control of tiie main CPU 101. 

[0335] The reel-position detection circuit 1 1 5 is provided wiUi a position detectton sensor (not shown) comprising an 
optical sensor or the like for detecting the spinning position of each of the reels 5a to 5c. Position det^ion signals 
conoeming the reels 5a to 5c deteded by the position detection sensor are transmitted to the main CPU 101 . 
[0336] When a combination of symbols stationarily displayed on the respective reels 5a to 5c constitute a winning 

4$ mode, profits are awarded to the player. The prindpai functions of tiie reels 5a to 5c are to "variably display visually- 
cognizable symbols or images, to detemnlne variations in accordance with the player's operation, and to detemnine 
whether to reward profits to the player on the basis of the result of determination." Simulated reels, for example, as 
well as mechanical reels as employed in the present embodiment, may be variably displayed on an electrical image 
display device. In addition to variable display of a plurality of symbols, a single or plurality of charaders or background 

so images are variably displayed. A detemnlnation as to whetiier to award proftts to the player may be made on the basis 
of fixed statuses; for instance, the posture, expressions, and readlons, of the stopped charaders or images; the rela- 
tionship between charaders or images; the extent to which background is changed; combinations of words; progress 
in a story; or tiie like. 

[0337] The reel-stop-signal drcuit 116 is connected to the stop switches 21a to 21c. As tiie player aduates the stop 
55 switches 21a to 21c, the actuation is detected, and tiie resultant stop switch detection signal is tiansmitted to the main 
CPU 1 01 . More spedfically, after the individual reels 5a to 5c attain constant-speed spinning as a result of actuation 
of ti)e start switch 20, aduation of the stop switches 21a to 21c is allowed. When the stop switches 21a to 21c are 
pressed one after anotiier, a total cf seven frames sctending to the fourth frame from the shortest stoppaUe portion 
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are checked acoording to the stop switch detection signal, the positron detection signal, and the stop control table 
stored in the ROM 102. If there is any symbol oonesponding to the internally-generated combination, there is perfbmied 
so-called drawnn control operation such thai the symbol is aligned on the effective winning line. Further, there is per- 
formed so-called idck control operation so as not to establish any other winning combinations which are not internally 
generated. Thus, the reels 5a to 5c are stopped, in the case of losing (also called a "failure" in drawings) In which there 
Is no internally-generated combination, the individual reels Sa to 5c are stopped such that no internally-generated 
combination Is established, i n an intemally-genemted bonus game to which the intemally-generated bonus combination 
has been transferred, internally-generated combinations other than the internally-generated bonus combination are 
sampled, if a small-jackpot combination or replay winning is internally generated, a draw-in control operation Is per- 

10 fbmied so as to preferentieDy attain the small-iaclcpot combination or replay. The only requirement for means con^ 
sponding to the stop switdies 21ato21cistobe able to determine one from images that are being displayed variably 
and to display the thus-determined image. The means may be embodied as a touch sensor, a <tevlce which produces 
a stop signal upon voice recognition, a thermally-sensitive sensor, or the lllce. There Is not necessity for the means 
being fbced on the tx}dy of the slot machine. The means may be controlled remotely in a wireless or wired manner. 

IS [033q The hopper drive circuit 117 Is connected to a hopper 122 for storing gaming tokens. 

[0339] The payout-oompletion-signal circuit 118 Is connected to a token storage sedion 123 and a token detecting 
section 1 24. The token storage section 123 stores the gaming tokens inserted from the token Insertion skst 1 4 or gaming 
tokens to be paid out as a prize. The token storage sectfon 123 can store gaming tokens untfl they reach a predetermined 
maximum pennissible storage nunr\ber of; for example, 50. Gaming tokens are stored in the hopper 122 in a number 

20 up to 50, and the 51st and later gaming tokens are actually paid out fix}m the hopper 122 to the token tray 22. The 
actually paid-out tokens are counted by the token detecting section 1 24 at the time when being paid out from the hopper 
122 to the token tray 22. In the operation of paying out gaming tokens at the time of winning, If the sum value to be 
added to and stored In the token storage sectton 123 or the counted value in the token detectton sedton 124 reaches 
a predetemiined payout number, e payout completion signal is transmitted from the payout-completion-signal circuit 

25 118tothe main CPU 101. 

[0340] Means for awarding profits to the player Is not limited to a hopper and may be embodied by a prize payout 
devtoe. For instance, In a case where Pachlnko balls are employed as gaming media, a prize ball payout device can 
be provided. Further, the means for awarding profits to the player may not be a physical gaming medium. For instance, 
in the case of a card-type slot machine, e prize value may be written directly onto a card, ifeiectronic money is utHboed, 

^ profits may be transfened directly into the player's account 

[0341] The lamp drive circuit 120 Is connected to back lamps 125 for illuminating from inside the reels 5a to 5c in a 
transmitting manner the symbols seen through the display window 4. Three back lamps 125 are provided In a vertical 
now for each of the reels 5a to 5c. Nine back lamps 1 25 in totol illuminate the reels 5a to 5c from inside in a transmitting 
manner. 

35 [0342] It is not necessarily required that the slot machine 1 have a housing. TTie slot machine 1 may be constmcted 
so as to connect a main server having stored therein game programs with a tennlnal devtoe assigned to each player 
by way of a communications link such as the Internet, and to enable the player to play a game by means of displaying 
the reels 5a to 5c afong with visual presentations on a display provided on each terminal. In this case, a game program 
may be downloaded to each of terminal devices, and a game may be initiatod on each terminal device. Alternatively, 

40 a program stored in the main server may be initiated directly from each temnlnal device. Moreover, terminal devices 
may be an^ged so as to be interconnected by way of a communtoaHons link so that a gams played on a certain 
temiinai device can be remotely controlled from another terminal device. 

<Sub-Control Board> 

4$ 

[0343] The sub-control board 200 transmits a signal pertaining to Image presentation control to the image control 
board 300 under control of the main control board 100 and controls generation of sound effects. 
[0344] As shown In Fig. 3, the sub-control board 200 is mounted with a suthCPU 201 , program ROM 202, and control 
RAM 203. The sub-CPli 201 on the sub-control board 200 receives a signal from the main control board 100 byway 

so of an IN port 204. A command of this signal is transmitted in only one direction from the main control board 100 to the 
sub^ntroi board 200, thereby preventing unauthorized manipulation of the main control board 100, which wouki 
otherwise be caused by loading an illegal program into the sub^ntrol board 200. Further, the sub-CPU 201 determines 
various pnesentatlon images on the basis of the data output firom the main control board 100 and the selection table 
stored in the program ROM 202, and transmits a signal to the inrage control board 300 In only one direction by way of 

55 an OUT port 205. The sub-control board 200 Is additionally mounted with a sound-source IC 206 which generates 
sound effects or the Gke from the speaker 25 by way of a power amplifier 207. In the present embodiment, the sut>* 
CPU 201 has a receiving function of controlling receipt of a command from the main control board 100; a presentetton 
selection function of selecting and determining presentattons; a transmission function of transmitting the kind of thus 
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selected presentation to the image control board 300; and a sound-effect control function of sequentially controlling 
specific sound effiacts according to the kind of selected presentation. The present embodiment primarily relates to the 
subKXintrDi board 200. If a statement concerning sequence control is found in the following description, the temi in 
principle expresses sequence control of sound effects. Since sequence control of Images involves a heavy load, se- 
5 quence control of specific images is delegated to the image control board 300 provided in a hierarchical level imme- 
diately below the sub-control board 200. 

<lmage Control Board> 

10 The image control board 300 controls display of specific images on the Image display section 1 3 under control 

of the sub-control board 200. 

[0340] As shown in Rg. 3, the image control board 300 is mounted with an image control CPU 301; program ROM 
302; control RAM 303; an Image control IC 304; character ROM 305; and video RAM 306. Tlie image control board 
300 receives a signal from the sub-control boand 200 by way of an IN port 307, and transmits a drive signal to the 
15 image control iC 304. Under the control of the image control CPU 301 , the image control IC 304 receives signals from 
the character ROM 305 and video RAM 306, and controls the image display section 13 (e.g., a color liquid-crystal 
panel), theretiy effecting image displays. 

[0347] In the present embodiment, according to the general kind of presentations selected by the sub-CPU 201, the 
Image control CPU 301 performs sequence control of specific images. 
20 [0346] The functions assigned to the control boards in the present embodiment may be changed. For instance, the 
sub-CPU 201 may be assigned only a receiving function and an prosentatlon selection function, and sequence control 
of sound effects may be delegated to a separately sound-only CPU. 

[0349] In a case where the sub-CPU 201 has high presentation or where the volume of images to be handled Is 
small, an image sequence control function may be assigned to the sub-CPU 201 . In addition, ramp control perfbnned 
25 by the main control board 100 may be delegated to the sub-control board 200 (in this case, the sub-control board 200 
Is preferably mounted with a lamp control board, as is the image control board 300). 

<Ports of Sut>-Control Boand> 

30 [0350] A specific example of the I N port 204 and that of the OUT port 205 constituting the suk>-oontrol board 200 will 
now be described by reference to Rgs. 4 through 9. 
[0351] As shown in Rgs. 4 through 9, each of ports has eight data temninals. 

[0352] The IN port 204 is constituted of an input port [0] for receiving a strobe signal and power-down signal output 
from the main control board 100 (INMAPO in Fig. 4); a command receipt port [of higher hierarohical level] for receiving 
35 data from the ntain control board 100 (COMHMAP in Rg. 6); and a command receipt port [of lower hierarchical level] 
(COMPLMAP in Rg. 7). 

[0353] The OUT port 205 Is constituted of a control output port [0] Ibr outputting a sound-mute-control output signal, 
a liquid-crystai-strobe output signal, and a watchdog-timer reset signal (CNTMAPO In Fig. 5); a liquld-cr^lBl dlsptay 
command transmission port for outputting data to the image display CPU (LCDMAP In Rg. 6); and a sound output port 
40 for outputting data to the sound-source IC 206 (SUNDMAP In Fig. 9). 

<Commands Transmitted from the Main Control Board to the Sub-Control Board> 

[0354] As shown In Rg. 260, a command transmitted from the main control board 1 00 is constituted of four bytes In 
45 total; namely, preceding two-byte data having stored therein information about various games, and subsequent two- 
byte data having stored therein the status of gaming and a BCC (Blocl( Check Character) value. The status of gaming 
Is expressed in ascending sequence from lower bits: namely, whether or not RB operation is in progress (bit 0); whether 
or not BB winning Is expected p.e., the symbols displayed on the reels 5a, 5b, and 5c are now In TEN P'AtS status (In 
which two identical symbols are displayed on an effective line and In which, if the third symbol becomes identical with 
so the other two symbols, a Jackpot becomes effective, and this status will be hereinafter refen-ed to simply as TEN P*AISr 
throughout the specification) (bit 1 ); whether or not replay is in progress (bit 2); whether or not the main control board 
1 00 is in losing (bit 3); wtiether or not the slot machine is in a play-out status (bit 5); whether or not generetion of bonus 
Is det^mlned and displayed (bit 6); and whether or not BB operation is In progress (bit 7). The subsequent two-byte 
data are common to all transmission commands, and hence the preceding two-byte data will be described. 
65 [0355] Rg. 10 shows a command which Is transmitted from the main control board 100 and Is received by the com- 
mand receipt port (shown in Figs. 6 and 7). More speclficaliy. Fig. 1 0 explains command codes received by the command 
receipt port. The left-side column shows command codes; the center column shows data values; and the rfght-slde 
column shows descrlptiorrs of the command codes. 
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[0356] Data pertaining to each of the command codes consist of one byte (= eight bfts). Data pertaining to each 
command code will be described in more detail by referenoe to Figs. 11 through 25. 

PI3$7] Figs. 11 through 25 show data values corre^nding to typical comnfmnd codes. Contents of bytes are de- 
scribed In descending sequence from the top of the code. 

s [0358] Rg. 11 shows a data value con-esponding to a command code (MCMD_INIT) shown in Rg. 10. Command 
code "01 H" is described as a presentation initialization command. This command code is transmitted when the siot 
machine is powered up, settings are changed, or play is not restored for reasons of corruption of RAM. In terms of 
presentation, all sounds are muted, and a display appearing on a liquld<:rystal screen disappears. By means of this 
presentation irvtlation command, a liquid-crystal display erasure command (Olh) Is selected and transmitted as a com- 

10 mand (hereinafter called a sub-sub-oommand) to be transmitted to the image control board 300. A capital l-l is suffbced 
to a command code transmitted from the main control board 100 to the sub-control board 200, and a lower-case "h" 
is suffixed to a command code transmitted from the sub-control board 200 to the Image control board 300. 
[03S9] Rg. 12 shows a data value corresponding to a command code (MCMD.DEMO) shown in Rg. 10, and a 
command code "02hr Is described as a demonstration display command. Wlien the player fails to perform an operation 

IS during a given period of time (e.g., 30 seconds), the main control board 100 transmrts the demonstration display code 
(but does not transmit the code during a bonus game). A demonstration display, a dividend display, or explanations 
about game rules are displayed as presentations. By means of the demonstration display code, a demonstration display 
aub-eub-command (02h) is selected and transmitted. 

[0360] Rg. 13 shows a data value corresponding to a command code (MCMD.MDIN) shown in Rg. 10, and a com- 
20 mand code "OSH" in the first byte is desc7ft)ed as gaming token Insertion data. Further, data pertaining to the number 
of gaming tolcens to be inserted are stored in the second byte. The command code is transmitted when a gaming token 
Is Inserted. At the time of addition of credits, a sound single presentation instruction to be described later is Issued. By 
means of the command code, a reel screen display sub-sub-comnwnd (03h) Is selected and transmitted. 
[0361] Rg. 14 show^ a data value corresponding to a command code (MCMD.NMST) shown in Rg. 10, and a 
25 command code "041-1'' provided in the first byte is described as a data command for starting a game during a normal 
game. Data pertaining to the type of winning, such as a big bonus, a regular bonus, or a replay winning , are added to 
the second byte. During a normal ^me (Including a nomial game arising during a big bonus game), the command 
code is transmitted after the type of intemally-generated winning has been detemnined through probability sampling 
processing upon detection of actuation of the start switch 20. The command code is followed by a main-CPU-presen- 
30 tation-type command or a command for starting spinning of reels during a big bonus, which will be described later. 
Changes in presentations on the siot machine are not Induced by merely the game start data command code; pres- 
entations are determined on the basis of commands following the game start data command code (only the type of 
winning is transmitted). 

[0362] Fig. 15 shows a data value corresponding to a command code (MClMD^fRBST) shown in Rg. 10, and a com- 

35 mand code "051-r provided in the first byte is descn'bed as data for starting spinrung of reels during a regular bonus 
game. Data pertaining to the number of available regular bonus games and data pertaining to the number of available 
regular bonus operations are added to the second byte. The command code Is transmitted when spinning of the reels 
5a to 5c Is started upon detectbn of actuation of the start switch 20 during a regular bonus game. A game start sound 
and sound effects for presentation of a regular bonus game are generated as presentations. Further, negular-bonus- 

40 game presentations (of three types for each regular bonus stage) are displayed. By means of the command code, 
there is selected and transmitted a sub-sub-command (ODh) for starting spinning of reels during a regular bonus game. 
[0363] Rg. 16 shows a data value corresponding to a command code (MCMD.BBST) shown in Rg. 1 0, and a com- 
mand code "06H" provided in the first byte Is described as data for starting spinning of reels during a big bonus game. 
Data pertaining to the number of available big bonus games and data pertaining to the number of avaDable big bonus 

4^ operations are added to the second byte. The command code is transmitted when spinning of the reels 5a to 5c Is 
started upon detection of actuation of the start switch 20 during a big bonus game. This command code is transmitted 
along with the game start command code during a normal game. A game start sound Is generated as presentations. 
Further, presentations to be displayed during a big bonus game (three types of presentations for each big bonus stage) 
and the numt>er of remaining normal games during a big bonus are effected. By means of the command code, a sut>- 

50 sub command code (OFh) for starting spinning of tiie reels during a big bonus Is selected and transmitted. 

[0364] Rg. 1 7 shows a data value corresponding to a command code (IMCMD_RLSP) shown in Rg. 1 0, and a com- 
mand code '^7H*' in the first byte is described as stop reel data. Stop reel infomiation Is added to the second byte. 
The command code is transmitted every time reels are stopped. Reel stop sound Is generated, and sound effects are 
generated at the time of presentation of a cl^ce. When any two of the reels 5a to 6c enter a TEN P'AfS state, chance 

65 presentation sound Is generated In accordance with a ^und solo presentation Instruction to be descrit)ed later. Ac- 
cording to the type of a screen appearing on the Gquid-crystal screen, another command code is selected and trans- 
mitted by means of the command code. SpeciflcaDy, at the time of second stoppage of a reel, a reel stop sub-sub 
command (07h) (a Lh-ZHi presentation Instruction) for a normal reel screen is selected and transmitted. [U-ZHI des- 
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ignafes a game status analogous to TEN P'AIS status. This status arises when two identical symbols appear in pna- 
determined positions, thereby indudng a chance of great winning. Throughout the specification, this status will be 
hereinafter refierfed to simply as "i/-ZH/."] Further, at the time of first stoppage of a reel, a reel stop sub-sub command 
(06h) for an intemally-notified-state reel screen Is selected according to the type of a screen appearing on the llquid- 
crystal screen, and the thus-selected sub-sub command Is transmitted. 

[0365] Rg. 18 shows a data value corresponding to a command oode (MCMD^NHIT) shown in Fig. 1 0, and a com- 
mand code "08hP in the first byte is described as winning data (exclusive of Jacl<pot winning data). Data pertaining to 
the type of winn&ig, such as a big bonus, a regular bonus, or a replay winning, are added to the second byte. TTie 
command code is transmitted after all the reels 5a through 5c have stopped and the result of retrieval of winning has 

10 been acquired. In a case where reel lamps are blinked for presentation after all the reels 5a to 5c have stopped, the 
command code is transmitted after the presentat'on. Token payout sound and replay sound are genemted as presen- 
tations. In the case of winning of bonus mode, bonus game presentation display Is commenced. Acoording to the state 
of the game at that time, another command code is selected and transmitted by means of the command code. When 
a normal reel screen is displayed, a smalliackpot winning presentation sub-sub command (09h) for a normal reel is 

IS selected and transmitted. When an intemaliy-notified-state reel screen Is displayed, small-jackpot winning presentatbn 
on an intemally-notified-state reel screen Is selected and transmitted. When a bonus winning has arisen, a bonus 
winning presentation sub-sub command (OBh) is selected and transntitled. When a regular bonus winning has arisen 
during a big bonus game, a regular bonus winning presentation sub-sub command (ilh) is selected and transmitted. 
In other cases; that is, when a winning has arisen during normal games provided in a big bonus game, a small-jackpot 

20 winning sub-sub command (010h) for a normal game during a t>ig bonus Is selected and transmitted. 

[0386] Fig. 19 shows a data value conesponding to a command oode (MCMD_JHIT) shown In Rg. 10. A command 
code "09Hf stored in the first byte Is described as jackpot O-e., a bonus arising during the previously-Klescribed JAC 
game) winning data. Data pertaining to the number of possible jackpot winnings (1 through 8 winnings) are added to 
the second byte. Data "0" to be added represent "losing." The command oode is transmitted after all reels have stopped 

^ during a regular bonus game and a res uH of retrieval of winning has been produced. Jackpot winning sound is generated 
as a presentation, and display of a jackpot winning presentation and con-espondlng sound effects are effected (the 
sound effects are common to winning and losing presentations). By mear» of the command code, a Jackpot winning 
presentation sub-eub command (OEh) is selected and transmitted. 

[0367] Rg. 20 shows a data value corresponding to a command code (MCMD_POFN) shown in Fig. 10. Command 
30 code "OAlH" stored in the first byte is described as payout completion data. The command code is transmitted virhen 
payout is completed. Muting of payout sound Is peHbnned. When bonus winning has arisen, bonus start sound and 
bonus operation sound are generated. 

[0388] Rg. 21 shows a data value corresponding to a command oode (IMCMD.BNST) shown in Rg. 10. Command 
code "OBH" stoned in the first byte Is described as bonus game status change instmctlon data Data pertaining to the 

35 status of a big bonus and data pertaining to the status of a regular bonus are added to the second byte. The command 
code is transmitted at the end of a regular bonus game, at the end of a regular bonus game during a big bonus game, 
and at the end of the big txmus game. At the end of a regular bonus game, a regular bonus operation sound Is muted. 
At the end of a regular bonus game played during a big bonus game, a regular bonus operation sound and a big bonus 
operation sound are muted. At the end of a big bonus game, muting of an operation sound corresponding to the status 

40 of a game (e.g., a game is ended nonnally or ended with punctures), display of a big bonus ending presentation, and 
generation of corresponding sound effects are effected. By means of the commartd code, a bonus stage display In- 
struction sub-sub command (CX^) is selected and transmitted. 

[0389] Rg. 22 shows a data value corresponding to a command oode (MCMD.BBFN) shown In Rg. 10. Command 
code "OCH" stored In the first byte Is described as data pertaining to an operation to be performed at the end of a big 

45 bonus game. Data pertaining to the status of a big bonus and data pertaining to the status of a regular bonus are added 
to the second byte. Status data pertaining to settlement operation and play-out operation are added to the second 
byte. In a case where the data stored In the second byte represent completton of a wait time after the end of a game 
(I.e., a continuation mode), the command oode is transmitted after a game stop time has elapsed since the end of a 
big bonus game, in a case where the pay-out sound Is being generated, the pay-out sound is muted, in a c^ where 

so the data represent that a play-out sound Is being generated, the sound is muted. In a case where the data stored in 
the second byte represent settlement operation, the command oode Is transmftled after the end of a big bonus game, 
and token payout sound is generated, in a case where the data stored in the second byte represent play-out operation, 
the command code Is transmitted when the slot machine is set so as to stop a play at the end of a big bonus game, 
after checking of automatic settlement operation, or after completion of an operation. When pay-out sound is being 

ss generated, muting of the sound and generation of a play-out sound are perfbmned. 

[0370] Rg. 23 shows a data value conesponding to a command coda (MCMD.EF^R) shown in Rg. 10. Command 
code "ODH" stored in the first byte is described as enur presentation data. Error status data are added to the second 
byte. TTie conrtmand code is transmitted upon detection of an ent^r or upon recovery from an ener. in the event of 
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oocurrenoe of an error, an error sound is generated. An enxar screen matching an error code is displayed. In contrast, 
at the time of recovery from an error, an error sound is muted, and the screen is rostorod to a status in effect prior to 
oocunenoe of the eiror. By means of this command code, an eiror screen sub^ub command (12h) is selected and 
displayed. 

[0371] Rg. 24 shows a data value corresponding to a command code (MCMD_PSEL) shown in Rg. 10. Command 
code "OEH" stored In the first byte is described as presentation type data. Data pertaining to the presentation type of 
the main control board 100 are added to the second byte. After the type of a presenlalion to be performed by the main 
CPU 101 has been selected upon detection of actuation of the start switch 20 during a nomial game, the command 
code is transmitted along with the normal gan» start command described previously. A game start sound Is generated 
as a presentation. At the time of presentation of a chance, corrBspondIng sound effects are generated, and animated 
display of symbols on the liquid-crystal screen is commenced, thus effecUng various chance prBsentations. By means 
of the command code, a sub^ub command is selected and transmitted according to the type of a real screen. Specif- 
ically, in the case of a normal reel screen display, a reel spinning start sub-sub command (04h) fbr a normal reel screen 
is selected and transmitted. In the case of an intemaily-notlfied status reel sCTeen, a spinning start sub-sub command 
(05h) for an Intemaily-notlfied status reel screen is selected and transmitted. 

[0372] Rg. 25 shows a data value corresponding to a command code (MCMD.SUND) shown in Fig. 10. Command 
code "OFH- stored In the first byte is described as sound single presentafion Instruction data. Data pertaining to details 
of a sound are added to the second byte. Here, ttie sound single pr^entation imans presentation of a sound which 
enables determinatton of a specific presentation style through use of only information provided from the main controi 
board 100, regardless of selection of a token Insertion sound, a U-ZHt sound originating from a main reel, and pres^ 
entatlons processed by the sub-control board. More specifically, as will be described later, a prBsentatlon Is 
determined on the bass of data pertaining to an internally-generated combination or play information about the status 
of a game output from the main control board 100, as well as by reference to a presentatton selecOon table stored in 
the sub-control board 200. As a matter of courBe, there Is selected a sound presentation corresponding to the type of 
a U-ZHt presentation. In other words, a specific form of sound presentation cannot be determined from merely the 
play data output from the main control board 100. In contrast, sound presentation, such as token Insertion sound, can 
be detemrtlned speclfically, regardless of a presentation which is not specifically determined until selectton Is made by 
the subK»ntrol board ^0 (i.e., without Involvement of a presentation selection table). TTie command code Is transmitted 
when the main control board 100 has detennlned the type of sound described in the second byte. Aocordingly, various 
sound effects are produced. 

[0373] Timings within the stream of a game—at which commands are to be transmitted from ttie main control board 
10%— will be described by reference to Rgs. 257 ttirough 259. 

[0374] In each of Figs. 257 through 259, the left-skie porfiOTi of the Aawlng shows the schemaUc flow of a game, 
and the right-side portion of the same shows commands to be transmitted to ttie sub-oontrol board 200 In respective 
processing steps pertaining to the game. 

[0375] When theslot machine is powered up, operations of the CPU and RAM and those of other devices arechecked, 
whereby the RAM and ttie I/O ports are Initialized (M01.1). Atthlattme, the presentatton initializatton command (01 H) 
is transmitted (o the sub-control board 200. 

[0376] On ttie assumption tfiat a game Is to be played continuously, data pertaining to a previous game are cleared 
(M01_2). A determination Is made as to whether or not a token automatic Insertion request has been output at the time 
of commencement of a current game as a result of replay winning having arisen In ttie previous game (IWI01 3). if an 
Insertion request has been issued, automatic token insertion processing Is perfbmied (M01_4). In contrast. lf~no auto- 
matic insertion request has been issued, a token is inserted by means of the player's token-inserting action or actuation 
of one of ttie bet switehes 16 to 18 {M01_5). At ttiis time, ttie gaming token Insertion command (03H) and ttie sound 
presentation Instrucfion command (OFH) are transmitted, in ttie event of occurrence of an error (i.e., a token jam error 
or a token reverse-movement error), an error instmclion command (ODH) Is transmitted (iW01_5). 
[0377] Next, a determinatton Is made as to whettier or not ttie start switch 20 has been actuated {lAQIJS). When ttie 
start switch 20 has been actuated, a determinatton Is made as to whettier or not a flme of 4.1 seconds has elapsed 
from ttie prevtous game (M01^7). If a time of 4.1 seconds has not yet elapsed, commencement of a game is awaited 
until a specific period of time elapses (MOI^S). Further, ttiere is a necessity for generating a wait sound, and hence a 
sound presentation instruction command (OFH) is transmitted. 

[037fl A random number for determining winning is extracted (M01_9). and a watchdog timer is set for ensuring a 
apecifks pertod of ttme for one play (MOI^IO). Probability sampling is pertbrmed ttirough use of the thus-extracted 
random number and a probability table (MOI^II ). By reference to the result of probability sampling and ttie status of 
a game, selection Is made as to ttie type of a game start sound, to ttie type of a reel lamp demonstration, and to a 
presentation for which the main control board 100 determines whettier to Illuminate WIN lamps in ttie case of bonus 
winning (M01.1 2). Al ttiis ttme. according to ttie type of the game, ttie presentafion type command (OEH) is ttansmitted 
from ttie main CPU 101 atong wtth any one of ttie command for starting a game during a normal game {04H), ttie 
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command for starting spinning of reels during a regular bonus game (05H), and the command for starling spinning of 
reels during a big bonus game (06H}. A determination is made as to whether or not the player has performed a stop 
opeiBtlon after the sbp switches 21 a through 21c been made active (M01^13). 

[0379] Here, if the atop switches 21a through 21c have not yet been actuated, a determination is made as to whether 
or not an automatic reel stop time (usually a period of 30 to 40 seconds since reels have started to spin) has been 
reached. If the time has not yet been reached, processing is looped to step "MOI.IS" {M01_14). In the event that a 
stop request has been Issued, the number of trames over which the reels are to coast before stopping from the positions 
of the currently-displayed symbols (the frames will be hereinafter called simply "coasting frames'} is detemilnedp by 
refierence to a stop table selected by means of a generation flag or a stop operation position (M01_15). After having 
spun over the coasting frames, the reels 5a through 5c are stopped (M01_16). At this time, the r^ei stop command 
(07H) and the sound presentation Instruction command (OFH) for generating a reel stopping sound btb transmitted. 
[OaaO] A determination Is made as to whether or not all the reels 5a through 5c have stopped. If not all of the roels 
Sa through 6c have stopped yet, processing toq)s Id step "M01_iy (M01_17). in contrast, if all the reels 5a through 
6c have already stopped, the reel lamp blinking operation (M01_1 8) and the WIN lamp illumination operation (IW01_19), 
which are to be performed after all reels have stopped, are cam'ed out In accordance with a selected report pattem 
(M01^19). 

[0381] Next, winning Is retrieved (1^01^20), and a detemiination Is made as to whether or not a mismatch exists 
between the pattem of the reels 5a through 5c after stopping and an intemaliy-generated combination (M01_21). if a 
mismatch has arisen, occun^nce of an illegal error Is reported, and an error instruction command (ODH) is transmitted 
(M01_22). If no mismatch is found, token credits or tokens are paid out (Ivl01„23). At this time, the Jackpot winning 
command (09H) orthe winning command (08H) exdusivo of a Jackpot Is transmitted acconiing to the state of the game. 
After the end of payout of tokens, a payout completion command (QAH) is transmitted. In the event of occurrence of 
an error, such as an empty hopper or a hopper Jam, the error instruction command (ODH) is transmitted. 
[0392] A determination is made as to whether or not a big bonus game or a regular bonus game is In progress 
(M01_24). If neither a big bonus game nor a regular bonus game Is being played, processing returns to the start, in 
contrast, If a big bonus game ora regular bonus game is being played, a check is made as to the progress of the bonus 
game (M01.25). The bonus game status change Instruction command (OBH) matching the status of gaming is trans- 
mitted. 

[0393] A determination is made as to whether or not the big bonus game has ended (M01_26). if the big bonus game 
has ended, initialization operation to be performed at the end of a big bonus game (i.e., clearing of RAM) is effected 
(M01_27)p and processing returns to the start. 

<Command8 to be IVansmitted from the Sub-Control Board to the Image Control Bo8ii> 

[0384] Display control codes to be transmitted to the image control board 300 from the fiquid crystal display command 
transmission ports (shown in Rg. 8) are shown in Fig. 26. Rg. 26 shows display control codes transmitted from the 
liquid crystal display command trar^missfon ports. Command codes are provided In the lefl-skte column; data values 
are provided in the center column; and details of the commands are described in the rightna'de oolumn. 
[039Q Data pertaining to each of the command codes consist of one byte (= eight k>its). Date pertaining to each 
command code will be described in more detail by reference to Rgs. 27 through 45. 

[0306] Rgs. 27 through 45 show data values coTesponding to typical command codes. Contents of respective bytes 
are described in descending sequence from the top of the code. 

[0397] Fig. 27 shows a data value conBsponding to a command code (DSP.INIT) shown In Rg. 26. Command code 
*^lh" Is descn'bed as liquid crystal display erasure (InitlaGzatlon) data. The command data are transmitted at the time 
of initialization operation or when a presentation initfafizatlon command Is received. The command data correspond to 
the command data shown in Fig. 11 . The comntand Is transmitted at the time of an initializatton operation or when a 
presentation initialization command is received from the main control board 100. 

[03989 ^B- 29 shows a data value oomesponding to a command code (DSP.DEMO) shown In Fig. 26. Command 
code "02h" is described as demonstration display data. These command data are transntitted when demonstration 
display is performed. The command data con'espond to the command data shown In Rg. 12. The command code Is 
transmitted when the demonstration display command Is receh^ed. 

[0399] Rg. 29 shows a data value conespondSng to a command code (DSP.REEL) shown in Fig. 26. Command 
code "03h" is described as reel screen display data. Reel screen type (teta are added to this command code. When a 
gaming token insert command is received, the command code is transmitted along with the displayed symbol data 
preserved in the sub-control board 200. During the course of play of a bonus game, the command code Is not trans- 
mitted. The command code corresponds to the commend data shown in Rg. 13 end Is transmittod when the sub-control 
board 200 receives a demonstration display command from the main-control board 100. 

[0390] The displayed symbol data comprise displayed symbol data 1 pertaining to a lefl-side displayed symbol, and 
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displayed symbol data 2 pertaining to a center displayed symbol and a right-side displayed symbol. As shown in Rg. 
30. each of displayed data sets comprises ten types of symbols; i.e., "7," "BAR," "Do," "Cake." "Cookie," "E," "X," T," 
"R," and "A." So long as four bits are assigned to the left-side displayed symbol, the center displayed symbol, end the 
righl-slde displayed symbol, the type of symbol can be Identified. 

[0391] Rg. 31 shows a data value corresponding to a command code (DSP.NSTR) shown In Rg. 26. Command 
code "04h" is described as data for staring spinning of reals on a nomial reel screen. Sign pieserrtation Instaiction 
data are added to this command code. The sub-control board 200 transmits the command data by means of selecting 
a sign presentation, upon receipt of a presentation type command from Ifie main control board 100. The command 
data are based on the command data shown In Fig. 24. In connection with the command data, selection of stationarily- 
10 displayed symbols and selection of Li-ZHI presentation type are performed simultaneously. Transmission of the com- 
mand data pertaining to the symbols and transmission of the presentation type are perfbmied by means of different 
commands. When a command pertaining to the type of a presentation to be performed by the main CPU 101 is received, 
a presentation is selected, and then the command data are transmitted. 

[0392] Rg. 32 shows a data value conespondmg to a command code (DSP_SSTR) shown In Rg. 26. Command 
15 code "05h" is desoibed as data for starting spinning of reels on an intemally-fiotrfied-siatus reel screen. Sign presen- 
tation instruction data are added to this command code. 

[0393] in a case where spinning of the reels 5a tiirough 5c Is started on the IntemaHy-notified-status reel screen, 
there is no necessity Ibr perlbmning presentation of Internal generation of a bonus combination (Le., a U-ZH! presen- 
tation), because detemnination of a bonus combination has already been displayed. Fbr this reason, a LhZHi presen- 

20 tatlon sign is not included in the transmission command. 

[0394] When the intemaiiy-notified-status reel smen Is displayed and a presentation type command is recdved 
from tiie control board 1 00, selection of a presentation Is effected, and tiie command data are transmitted. TTie com- 
mand data correspond to those ^own in Rg. 24. In connection with the command data, selection of statlonarlly- 
dispiayed symbols is performed. Transmission of tiie command data pertaining to the stationarily-displayed symbols 

25 is perfonned by means of another command. Here, the intemaily-notified status means a status in which Intemal gen- 
eration of a bonus Is definitely displayed on the Ik^uld-crystal screen on the basis of the determination data determined 
by tiie main control board 100. When a command pertaining to tiie type of presentation to be performed by the main 
CPU 101 is received, selection of a presentation Is made, and the command data are transmitted. ARhough selection 
of stationarily-displayed symbols and selection of type dfU-ZHf presentation are perfomied simultaneously, command 

^ data pertaining to Ihem are transmitted by different commands. 

[0395] Rg. 33 shows a data value corresponding to a command code (DSP^NLSP) shown In Fg. 26. In the present 
embodiment, command code "06h" Is unasslgned. 

[0396] Rg. 34 shows a data value corresponding to a command code (DSP_RECH) shown In Rg. 26. Command 
code "^Th" is described as data {U-ZHf presentation instruction) for stopping spinning of reels on a normal reel screen. 

35 U-ZHf presentation instmctlon data are added to tills command code. In a case where a stop command Is recdved 
from the main control board 100 and the atop command Induces first stoppage and represents a normal reel screen 
(Le., during tiie course of a normal game), the commarKi data are transmitted. Hence, the selected L/-ZH/ presentation 
instruction and stationarily-displayed symbol data are transmitted. As shown in a lower column in Rg. 34, the station- 
arily-displayed symbol data comprise a atop sequence s^nol. stationarily-dl^layed-symbol data 1, and stetionarily- 

40 displayed-symbol data 2. 

[0397] In the present embodiment, In a case where an InstmcQon for advance presentation concerning determination 
of a big or regular bonus is issued through use of a reel-spinning-start command, symbols to be displayed on the liquid- 
crystal screen ana automatically stopped. In such a case, the command is not transmitted. The command data corre- 
spond to those shown In Rg. 18. 

46 [0398] Rg. 35 shows a data value corresponding to a command code (DSP_SSTP) shown In Fig. 26. Command 
code "OOh" is described as reel stop data for an intemally-nottfied-state reel screen. The command code Is transmitted 
along with the stationariSy-displayed-eymboi data. As shown in a lower ooiumn in Fig. 35, the stationarily-displayed 
symbol data comprise a stop sequence signal, stationarily-displayed-«ymbol data 1, and stationarily-displayed-symbol 
data 2. The command data con-espond to those shown In Fig. 17. 

so [0399] Rg. 36 shows a data value corresponding to a command code (DSP.NHIT) shown In Rg. 26. Command code 
"OOh" is described as small-jackpot winning presentation data for a nonna! rml soeen. Small-jackpot winning presen- 
tation instruction data are added to this command code. When a winning command is received while a normal reel 
screen Is displayed, the command data are transmitted along wfth tiie stationarily-displayed-symbol data As shown 
In a lower column In Rg. 36, the stationarily-displayed symbol data comprise stationarily-displayed-symbol data 1 and 

55 stationartiy-displayed-symbol data 2. TTie command data correspond to tiiose shown In Rg. 18. 

[O400] The stationarily^lsplayed-symbol data to be transmitted ere identk»l with those trensntitted by the reel stop 
command. 

[0401] Rg. 37. shows a data value corresponding to a command code (DSP^SHIT) shown In Fig. 26. Command 
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code "OAh" is descnbed as smaR-jackpot winning presentation data for an lntemally-notified-&tatus reei screen. Small- 
jackpot winning presentation instruction data are added to this command code. When a winning command is received 
from the main control board 100 while an intemally-notlfied-status reel screen h displayed, the command data are 
transmitted along with the statlonarily-dlsplayed-symbol data. As shown In a lower column in Fig. 37, the statlonanly- 
displayed symbol data comprise statjonarily-displayed-symtx}! data 1 and statlonarily-dispiayed-symbo) data 2. The 
command data correspond to those shown in Fig. 18. 

[0402] The stationarlly-displayed-symbol data to be transmitted are Identical with those transmitted by the reel stop 
command. 

[0403] Rg. 36 shows a data value corresponding to a command code (DSP.BHIT) shown In Rg. 26. Command code 

10 "OBh" Is described as bonus winning presentation data. Type-of-bonus-won data are added to this command code. 
When a winning command is received from the main control board 100 and where a bonus winning is instructed, the 
command date are trnnsmitted. The command data correspond to those shown in Rg. 18. 
[0404] In a case where a reel splnnlrtg start command Is received from the main control board 100 before completion 
of a bonus winning presentation, a display command is transmitted in accordance wtth the command, in this case, the 

IS bonus winning presentation is forcefully terminated. 

[0405] Rg. 39 shows a data value corresponding to a command code (DSP^BSTG) shown in Rg. 26. Command 
code "OCh" is described as bonus stage display data. Bonus stage type data are added to this command code. When 
a bonus^game-etatus change Instruction command is received from the main control board 100, the command data 
are transmitted. The command data correspond to those shown In Rg. 21 . 

20 [0406] Rg. 40 shows a data value corresponding to a command code (DSP.RSTR) shown in Rg. 26. Command 
code °ODh*' is described as data for starting spinning of reels during e regular bonus game. Data pertaining to the 
number of regular bonus games and data pertaining to the number of big bonus games are added to this command 
code. When a command for starting spinning of reels during a regular bonus game Is received from the main control 
board 100, the command data are transmitted. The command data correspond to those shown In Rg. 15. 

^ [0407] Rg. 41 shows a data value oomesponding to a command code (DSP_JI-liT) shown in Fig. 26. Command code 
"OEh" is described as jackpot winning presentation data. Data pertaining to the number of regular bonus stages and 
data pertaining to the number of Jackpot wins are added to this command code. When a command for starting spinning 
of reels during a regular bonus game is received from the m^n control board 100, the command data are transmitted. 
The command data correspond to those shown in Fig. 19. 

30 [0408] Rg. 42 shows a data value oonaspondlng to a command code (DSP.BSTR) shown in Rg. 26. Command 
code "OFh" Is described as data for starting winning of reels during a big bonus. Data pertaining to the number of big 
bonus stages and data pertaining to Itie number of big bonus games are added to this command code. When a com- 
mand ibr starting spinning of reels during e big bon us game is received from the m^ oontrol board 1 00, the command 
data are transmitted. The command data correspond to those shown In Rg. 1 6. 

35 [0409] Fig. 43 shows a data value corre^ndlng to a command code (DSP^BNHT) shown In Rg. 26. Command 
code "lOh" Is described as data pertaining to small-jackpot winning presentation during a big bonus game. Data per- 
taining to the number of big bonus stages, data pertalnirig to the number of remalrdng big ba\us games, and small- 
Jackpot winning presentation Instruction data are added to this command code. When a winning command Is reoehred 
from the main control board 100 during the big bonus game and the thus-received winning command Is other than a 

40 regular bonus, the command data are transmitted. As shown in a lower column in Rg. 36, the stationarily-dlsplayed 
symbol data comprise stationarily-dlsplayed-symbol data 1 and staHonarily-dispiayed-symtx)! data 2. The command 
data correspond to those shown in Fig. 18. 

[0410] Fig. 44 shows a data value corresponding to a command code (DSP.BIRHT) shown in Rg. 26. Command 
code "ilh** Is described as presentation data pertaining to winning of a regular bonus during a big bonus game. Data 

45 pertaining to the number of regular bonus stages are added to this command code. When a winning command is 
received from the main control board 100 during the big bonus game and the thus-received winning command corre- 
sponds to a regular bonus, the commarKi data are transmitted. The commend data conBspond to those shown in Rg. 1 8. 
[041 1] Rg. 45 shows a dato value oorresponding to a command code (DSP.ERR) shown In Fig. 26. Command code 
*'12h'' is descrit}ed as error screen display data. Error type data are added to this command code. When an error 

so presentation instruction command is received from the main control board 100, the command data are transmitted. 
The command data correspond to those shown in Fig. 23. 

[041 2] 1 n a case where an error status canoei instruction command is received from the main control board 1 00, the 
display command which has b^n saved Is transmitted, thereby restoring a display status before occurrence of an error. 

ss < Constants to be Used In the Control Processing Performed by the Sub-Control Board> 

[0413] A plurality of constants to be used In control processing are defined in the sequence program to be executed 
by the sub-control board 200. 
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[0414] Rg. 46 shows constants to be used In the control processing performed by the sub-control board 200. The 
leftside column shows labels; the center column shows data values; and the rigW^'de column shows descrtotions of 
the command codes. 

[04151 For instance, "DUMMY" denotes dummy data and assumes an Initial value of 0. "STBI Bi™" denotes a 
detection bit included In the strobe signal output from the main CPU 101 and assumes an Initial vaLe of 7. 
[041 6] Each of the constants is inftiaGzed to the corresponding value shown In Rg. 46 when e reset signal reoehfed 
from the main control board 100. 



<Tlmer to be Used in the Control Processing Performed by the Sub-Control Boanj> 

[0417] A plurality of timers to be used in control processing are defined In the sequence program to be executed bv 
the subwntrol boand 200. 

l04^B^ Rg. 47 shows tfrners to be used In the control processing pertbmied by the sub^ntrol board 200. The left- 
side column shows labels; and the right-side column shows descriptions of the timera and timeout values. 
[0410] "MDWIN_TM" denotes a time to detect down-status of the main CPU. Atimeout is set to 50 ms. 
[0420] Respective timere are used In the control processing to be perlbmied by the sub-control boaid 200. 

<Rags to be Used in the Control Processing Pertbnned by the Sub-Control Board> 

[0421] Rg. 48 show the detailed internal oonstniction off an especially-dominant woric aroa for selecting a presen- 
tation during the control processing perfomied by the sulH»ntrol board 200. The lefl-side column shows labels- and 
the right-side column shows descriptions of the flags. 

P422] Ftor example, -QAIWEST^ [D7J- denotes a flag to be set when a big bonus game is in progress, and "GAMESTi 
[D6r denotes a flag to be set when intemal generation of winning is being notified. 
[0423] The flags are used Ibr the control processing in the sub-control board 200. 

<Wor1(Area> 



[0424] A plurality of work areas to be used In the control processing ere defined In the sequence proaram to be 
executed by the sut>-control boaid 200. 

[0425] Rgs. 49 and 50 show woric areas to be used in the control processing to be performed by the sub-control 
board 200. The leftside column shows labels; the center column shows the number of bytes of an employed location- 
and the right-side odumn shows descriptions of the woric areas. ' 
[042q l=or instance. "GAMESr denotes a one-byte woric area to be used In connection with the status of a game, 
and "PRDC_STS" denotes a one-byte work area to be used In connection with a presentation-status flag. 
[0427] The woric areas are uaed in the control processlr^ perffonned by the sub-control board 200. 

< Sequence Control lMe> 



[042ai A plurality of sequence control tables to be used in sounc^effect generation control prxx»sslng are stored in 
the program ROM 202 of sub-control board 200, and a sequence control table corresponding to a selected presentation 
is selected. Fig. 51 shows a sequence control table stored in the program ROIW 202 of the sub^ntrol board 200. TTie 
table is oonstHuted of a plurality of sequence oonlroi tables conespondlng to L/-ZW/ statuses and game statuses, such 
as a big bonus game and a regular bonus game. 

[0429] For instance, there are sequence control tabtes corresponding to a baOoon U-ZHi (a presentation for deter- 
mlnlr^ a regular bonus) and a balloon U-ZHf (a presentation for determining a big bonus), and a sound generation 
sequence conesponding to the status of a game is described In each of the sequence control tables. 
IQWl The sound-souroe IC 206 operates on the basis of the respective sequence control tables and generates 
sound effects from the speater 25 by way of the power amplifier 207. 

< Commands to be Transmitted to the Sound 1C> 

[0431] As shown In Rg. 62, command data to be transmitted to the sound-source IC 206 consist of four bvtes {one 
byte = eight bits). ' * 

[0432] Data pertaining to the type of sound, such as an alann sound, and data pertaining to a channel used are 
sbred In the first byte of the command data, and replay-level data are stored in the second byte. A pan-pot setting is 
stored In the third byte, and phrasMumber data are stored In the fourth tiyte. 
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<Sound Output Request Contiol Code> 

[0433] The previou5ly-de6Ci1l9ed sound effects are generated by means of a sound output request oonlrol code. 
[0434] Rgs. 58 through 60 show sound output request control codes; In each Rg. the left-side column shows labels; 
the center column shows the types of sound; and the right-elde column shows descriptions of the control codes. 
[0435] Fbr Instance, sound output request oode "NONSD" assumes a sound type of "0" and makes a request for 
generating sound from presentation sequence control data (no sound output), and sound output request oode "ENDSQ" 
assumes a sound type of "OFFH" and makes a request for generating sound from presentation sequence control data 
(end of a sequence). 

<Sound Output> 

[0436] Rgs. 53 through 57 show specific sound effects to be generated by the sound-source IC 206. 
[0437] In a case where there is a necessity of generating sound effects, such as presentation sounds like U-ZH! 
presentation sounds or bonua^n-progrBss presentation sounds, over a comparatively long period of time, a single 
group of sound effects are produced by combinaflon of the sound output request control codes, so that a sound-effect 
sequence control operation is effected, to thereby produce sounds. More specifically, sound effects are generated In 
accordance with the sequence control table shown in Rg. 51. 

[0438] For Instance, in a case where the sub-control board selects "PowerBaD 3 LAZHT Losing" in accordance with 
a command output from the main control board 100, a U-ZHI presentation instniction oommand Is transmitted to the 
Image control board 300. With regard to an Image, the Image control CPU 301 analyzes the thus-reoeived command 
and controls the Image control IC 304, on the basis of the Image sequence control table stored in the program ROM 
302 mounted on the image control board 300. to thereby sequentially display presentation scenes. Similarly, 
the sub-CPU 201 selecte "PowerBall 3 U-ZHI Losing" from the sound-effect sequence control table stored In the pro- 
gram ROM 202, thereby perfbmiing presentation processing while ensuring a match between image presentations 
and time. 

[0439] By reference to Rg. 63, there win now be described sound efliects which are produced by the sound-source 
IC 208 when the sequence control table for"PowerBall 3 Lh-ZH! Losing" Is selected. Here, "PowerBair and "Do!" denote 
characters to be displayed on the image display sectk)n 13. 

[0440] When the sequence oonlrol table for "PowerBali 3 U-ZH! Losing" is selected, the sound-source IC 206 se- 
quentially generates sounds at specified timea: for example, no sound for 650 ms; a super LhZHf advancement sound 
for 167 ms; a "Dol" emergence sound for 1100 ms; a powert>all straining sound (sound generated when a character 
strains to accumulate power) for 1683 ms; a powerball ascending sound for 933 ms; a powerbail ascending sound for 
917 ms; a powerbafl ascending sound for 367 ms; a muted powerbaH-straining sound for 700 ms; a target-lode sound 
for 933 ms; a powertiall throwing sound for 350 ms; a powert)ali explosion sound for ISO ms; a powerball explosion 
sound fbr 167 ms; a powert)all explosion sound for 1167 \m; and aalttlng-down sound. Upon detection of an end code, 
the sound-source IC 208 tennlnates the presentation sequence control operation. The thus-generated sound effects 
are produced from the speaker 25 by way of the power amplifier 207. 

[0441] SimDarly, when the sequence control table for "Powerfiali 3 U-ZHI Winning" is selected, sound effects such 
as those shown in Fig. 54 are produced. When a sequence control table for "Regular-Bonus Stage 3 Ended with Eight 
WIrw In Jackpots" b selected, sound effects such as those shown In Rg. 55 are generated. When a sequence control 
table for "Regular-Bonus Stage 3, Jacicpot Losing Ended with Punctures" is selected, sound eff^ects such as those 
shown in Rg. 56 are generated. When a sequence control table for *'Regular-Bonus Stage 3, Jackpot Winning Ended 
with Punctures" is selected, sound efTects such as those shown in Rg. 57 are generated. 

<Sound Output Data Table> 

[0442] When any of the sound output request control codes are transmitted, the sound-source IC 206 generates 
sound effects iri accordance with the sound output data table. 

[0443] Rgs. 61 through 75 show sound output tables; In each Rg. the ieff-side column shows code names assigned 
to sound output data; the center column shows sound output data; and the rlght-«lde column shorn descriptions of 
the sound output data. 

[0444] Fbr instance, when a sound output request control code (SD_ ERR) Is transmitted , a sound output data table 
relating to an anomalous operation alarm sound (Indicated by 8 In Fig. 61 ) Is selected. In the sound output data table, 
ERR_SW Indicates that the type of sound is an alarm sound; REP indicate that the sound is continuous; CH 1 1ndicates 
that channel 1 1s used fbr genemting the alarm ^und; 20 Indicates a level of sound; CENTER indicates that a pan- 
pot is set to center; end 1 indicates a phrase number. 
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<Sound Code> 

Next will be described sound codes used in the sound output data tables. 
[0446] Fig. 76 shows sound codes used in the sound output data tables, wherein the left-side column shows labels; 
the center column shows data values; and the right-side column shows descriptions of ttie sound oodes. 
[0447] l=or instance, "INIT.CODE" denotes an initlalizafion request oode and assumes a data value of "OEOH," and 
"CMD.PLAr* denotes a replay start command and assumes a data value of "OFOH." 

<U'ZHI Pr^entatlon Selecfion Table> 

[044q Wrious presentations corresponding to gaming statues are perfbmied in the hnogQ disptay section 1 3. Pres- 
entatbns to be performed In the image display section 13 are associated with generation of a U-ZH! and are divided 
Into a LhZHf sign presenitatlon and a L/-ZH/ presentation. There will be descnlied a U-ZHI presentation selection data 
table used in association with generation of a LhZH!, by reference to Rgs. 77 through 91. 

[0449] Figs. 77 through 81 show U-ZHI presentation selection tables to be used durir^ a normal gams; Figs. 82 
through 86 shofwLl-ZHI presentation selection tables to t>e used during intemal generation of a bonus mode; and Figs. 
87 through 91 show L^ZH/ presentation selection tables to be used during Illumination of WIN lamps. 
[0450] In each of Rgs. 77 through 91 , the left-side column shows the type of U-ZHl sign presentation; the center 
column shows the type of L/-ZH/ presentation; and the right-side column shows reference values to be used for selecting 
a Lt-ZHi presentation. The reference values (a total of 20 types rar^ing from 00 to 19) to be used for selecting a U- 
ZHI presentation are categorized according to a plurality of flash data sets. Aflash data set to be leed for categorizing 
the reference values is selected according to a selection table shown in Rg. 98. 

[0451] In a table shown in Rg. 98 for selecting a LI-ZHI selection table, a reference value Is selected for each of the 
LI'ZH! selection tables shown In Figs. 77 through 91 , on the basis of the presentation data output from the main control 
board 100, the status of gaming and a starting sound (on the longitudinal axis), and a flash data number (on the lateral 
axis). A U^ZH/ presentation selection table is selected In accordance with the state of gaming, and a Ll^i presentation 
and a Lf^l sign presentation are determined from a random number for selecting a presentation and from a r^ferenoe 
value. Flash table number "0" corresponds to NO FLASH DATA described In the table shown in Fig. 98 to be described 
later. Random numbers to be used for sampling consist of 65,536 (from "K)" to ^^5535"). Further, U-ZHI presentation 
selection [Lf-ZHI sign presentation selection) tables ans roughly classified into a selection table for use in the course 
of a normal game shown in Rgs. 77 through 81 and a seiecifon table for use in the course of an intemally-generated 
bonus game with illumination of WIN lamps (indicating that determination data are selected). By reference to a cone- 
sponding column of reference values, the random number is compared with reference values in descending sequence 
from the top (each of the selection tables Is split into five or sbt segments for convenience of Illustration; in reaOty, each 
selection table Is continuous). 

[045Z] In the case of a L/-ZH/ pres^talfon selection table for use In the course of a normal game shown in Rg. 77. 
if a reference value selected this time assumes a value of "00" and a random number is sampled from the numbers 
"0" to "58732." "no U-ZH! presentation" is selected. When a random number is sampled fifom the numbers "58733" to 
"61232," "normal U-ZHl losing presentation" Is selected. When a random number Is sampled from the numbers "61233" 
to "63232", "oshikura losing presentation" is selected." When a random number is sampled from the numbers "63233" 
to "64232," "powerbail 1 U-ZHf losing presentatton" is selected. When a random number is sampled from the numbers 
"64233" to "64532," "powerbail 2 Lf-ZHI losing presentation" is selected. When a random number "64533" is sampled, 
"powerbail 3 U-ZHI losing presentation" is selected. When a random number is sampled from the numbers "64534" to 
"65333," "balancing-on-rolDng-bail right U-ZHI losing presentation" is selected. When a random number is sampled 
from the numbers "65335" to "65533," "balancing-on-rolling-ball left U-ZH! losing presentation" Is selected. When a 
random number "65534" is sampled, "balancing-on-rolllng-bali center U-ZHI losing presentation" is selected. No U- 
ZH! sign presentations are provided for these selections. When a random number "65535" is sampled, processing 
proceeds to the selection table shown In Rg. 78 (as mentioned previously, the tables shown In Figs. 77 through 81 
constitute a single continuous selecOon table in accordance with figure numbers), wherein a OSHIKURA U-ZHI losing 
presentation is selected {OSHIKURA comes from the name of a popular Japanese wintertime game, in which children 
push each other to warm up in the cold; and OSHfKURA Is used as Is throughout the specification). Accordingly, an 
OSHIKURA U-ZHI presentation Is selected as a U-ZHf sign presentation. 

[0453] A specific computation method wfli be d^cribed. The sampled random number is subtracted from reference 
number "58732" on the first row, to thereby determine a result of first computation. If the result of first computation 
represents a value of 0 or greater, "No L/-2H/ presentation" on the first row is selected, if the r^it of first computation 
is negative, the absolute value of the result of fvst computation is subtrected from second reference numeral "2500^ 
(here, the reference value differs from that selected by means of the flash data), to thereby determine a result of second 
computation, if the result of second computation Is greater than 0, "normal U-ZHI losing presentation" on the second 
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now is selected, ff the result of second computation is negative, the absolute value of the result of second computation 
is sutrtraded ftom third reference numeral "2000," to therein detemilne a result of third computation. If the result of 
third computation is greater than 0. 'Oshikuia U-ZHI losing presentation" on the third row is selected. Computations 
are perfsmied sequentially m the same manner, and LhZHI presentations are selected so as to conespond to random 
numbers up to "65535." 

<nash Data Selection ItitiHe to be Used In U-ZHI Presentation Selection lbble> 

[0454] A flash data selection table to be used in the previously-described U-ZHi presentation selection table will be 
described by reference to Fig. 98. 

[045^ As mentioned above, in a case where a U-ZHI presentation is selected by reference to the U-ZHI presentat'on 
selection table, a reference value is utilized. More specifically, reference values on the Lf-ZH( presentation selection 
table In the lateral direction are determined from bllnldng patterns (flash data) 0 through 8 to be perfbnned after stoppage 
of ail reels, the pattems being transmitted from the main conrtrol board 100, game start sounds 1 and 2, and the status 
of gaming (e.g., a normal game is in progress, an internally-generated bonus game is in progress, or an interrvilly- 
generated bonus game is in progress with WIN lamps illuminated). 

<Symbols to be Displayed when a U-ZHI Presentetion is effected> 

[0456] Symbols to be displayed during a U-ZHI presentation will be described by reference to Fig. 92 through 95. 
[0457] Rg. 92 shows a BBRECHDAT.BB table for selecting symbols displayed when a big bonus generation pres- 
entation is effected; Fig. 93 shows a RBRECHDAT.RB table for selecting symbols displayed when a regular bonus 
generatton presentation is effected; Fig. 94 shows a MSRECHDAT teble for selecting symbols displayed when a U- 
ZHI losing presentation Is eftected; and Fig. 95 shows a teble for selecting a center symbol displayed when a 'balandng- 
orv-roiling^mO L/-ZH/ losing presentation" is effected. 

[045q In each of Rgs. 92 through 94, the teft-side column shows the type of displayed symbols, and the right-side 
column shows descriptions of sampling numbers. In Rg. 95, the left-side column shows 7E/VP'A/S symbols, and the 
right-side column shows descriptions of the center displayed symbols. 

[045^ Procedures for selecting a displayed symbol will be described by means of taking, as an example, a 
"'BBRECHDAT.BB' U-ZHI presentetion dispteyed-symbol table." In the case of selection of symbols to be displayed 
at the time of a U-ZHI presentation, symbols to be displayed are determined by means of comparison between a 
sampled random number and each of the reference values described in rows. 65536 numbers (from V to "65535^ 
are employed as random numbers for sampling. 

[0460] For Instance, in connection with the "BBF^CHDAT.BB" U-ZHI presentation dlsplayed-symbol table, when a 
random number falling within the range of "0" to "1 9860" is sampled, displayed symbol "7" is setected. When a random 
number falling within the range of "19661" to "45874" is sampled, displayed symbol "Do" is selected. When a random 
numberfalilng within the range of "45875" to "55705" is sampled, displayed symbol "Cake" is selected. When a random 
number telling within the range of "55706" to "65535" Is sampled, displayed symbol "Cookie" is selected. 
[0461] A specific computation method will be described. The sampled random number Is subtracted from reference 
number "19660" on the first row, to thereby detemilne a result of first computation. If the result of first computation 
representa a value of 0 or greater, "7" on the first row is selected. If the result of first computation is negative, the 
absolute value of the result of first computation is subtracted from second reference numeral "26214," to thereby de- 
termine a result of 8ea>nd computation. If the result of second computation is greater than 0, "Do" on the second row 
Is selected. If the result of second computation is negative, the absolute value of the result of second computation is 
subtracted from third reference numeral "9831 ," to thereby determine a result of third computation. If the result of third 
computatton is greater than 0, "Cake" on the third row Is selected. Computattons are performed sequentially in the 
same manner, and symbols to be displayed are selected so as to correspond to random numbers up to "65535." 
10462] When a "balancing-on-rol!ing-ball U-ZHI losing presentation" is effected, a center displayed symbol to be 
described in the right-side colunvi is setected so as to correspond to the TEN P'AIS symbol described in the left-«ide 
column. For exampte. in the case of TEN P'AIS symbols, in which the teft-side disptayed symbol la "7" and the right- 
side dlspteyed symbol is "7," "BAF^ Is displayed In the center. 

<Displayed Symbol Selection Table at the time of No U-ZHI> 

[0463] The type of a winning sign presentation and displayed symbols, which are used at the time of no U-ZHf 
presentation, will be described by reference to Figs. 96 and 97. The type of a winning sign presentation to be <fescribed 
herein in principle represents the rote of notifying internal generation of a small-Jackpot combination. Notification of 
internal generation of a tjonus combination is not effected actively; internal generation of a bonus combination is notified 
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by means of a U-ZHI prasentation. 

[0464] Rg. 96 shows a table for selecting symbols to ba displayed during a nomial game (wflhout a U-ZHf), and Fig. 
97 shows a table for selecUng symbols to be displayed during Intemal generation of a bonus combination (without a 
U-ZHf), 

[0465] As shown in Rg, 96, in the case of a nomrtal game (without a lAZH/), a plurality of displayed-aymbol selection 
tables are prepared so as to correspond to intemally-genemted combinations. In each of the displayed-^mbol seledton 
tables, coTOspondence exists between a sampled random number, the type of a winning sign presentation, and the 
type of a displayed symbol. 

[0466] When "Cherry or Dragon 2" Is selected as an Intemally-generated combination, a "Displayed Symbol Selectbn 
Table 1" Is seleded. When "Dragon 1" Is selected as an Internally-generated combination, a ^'Displayed Symbol Se- 
lection Table T is selected. When 'Diamond" is selected as an IntemaHy-generated combination, a "Displayed Symbol 
Selection Table 3" is selected. When "Replay" is selected as an intomaily-generated combination, a "Displayed Symbol 
Selection Table4" Is selected. When "Single-Shot RB" Is selected as an Intemally-generated combination, a "Displayed 
Symbol Selection Table 9" Is selected. When "Single-Shot BB" Is selected as an intemally-generated combination, a 
"Displayed Symbol Selection Table ICT is selected. When "Losing" is selected as an intemaDy-generated combination, 
a "Displayed Symbol Selection Table 0" is selected. Here, the temi "Single^hot RB" signifies a game In which a regular 
bonus game is intemally generated. Further, the temi "Single-Shot BB" signifies a game In which a big bonie game 
is internally generated. During the course of a normal game, a match exists between an intemally-generated combi- 
nation and a winning sign presentation. 

[0467] As shown in Rg. 97, In a case where a bonus game is being Intemally generated (without a U-ZHi), a plurality 
of displayed symbol selection tables are prepared so as to correspond to an intomaily-generated combination. For this 
reason, a mismatch often arises between a winning sign presentation and a real fntemalfy-generated combination 
during internal generation of a bonus. For instance, If winning has not arisen in a replay game even though a replay 
sign presentation has been performed (as a matter of course, a MEOSHf operation has been performed), a bonus Is 
detennined {MEOSHI Is a technique for stopping a spinning reel such that an intended symbol is displayed). In each 
of the dlspiayed-symboi selection tables, correspondence exists between a sampled random number, the type of a 
winning sign presentation, and the type of a dbplayed symbol. 

[046q When "Group 1" is selected as an Intemally-generated conrtbinatlon, a "Displayed Symbol Selectbn Table 5" 
is selected. When "DG (Dragon)" is selected as an intemally-generated combinat'on, a "Displayed Symbol Selection 
Table 6" Is selected. When "Diamond" is selected as an intemally-generated combination, a "Displayed Symbol Se- 
lection Table 7" is selected. When "Replay- is selected as an intemally-generated combination, a "Displayed Symbol 
Selection Tabte 8" is selected. When "RB" is selected as an IntemaDy-generated combination, a "Displayed Symbol 
Selection Table 11" Is selected. When "BB" Is selected as an intemally-generated combination, a "Displayed Symbol 
Selection Tbble 12*' is selected. 

[0469] Procedures for selecting the type of a winning sign presentation and a displayed symbol wiD be described by 
means of taldng, as an example, a "Displayed Symbol Selection Table 1." In the case of selection of type of a winning 
sign presentation and a displayed symbol at the time of no L/-ZH/ pr^entation, the type of a winning sign presentation 
and a symbol to be displayed ere determined by means of comparison between a sampled random number and each 
of the reference values described in rows. 65536 numbere (from V to "65535") are employed as random numbere for 
sampling. 

[0470] For Instance, m connection with the "Displayed Symbol Selection Table 1," when a random number falling 
within the range of "0" to "52428" is sampted, "Group 1L Sign Presentation" is selected. When a random number falling 
within the range of "52429" to "58982" Is sampled, "Group 1 H Sign Presentation" Is selected. Further, when a random 
number falling within the range of "58983" to "65635" is sampled, no winning sign presentation Is effected. 
[0471] A specific computation method will be descril)ed. The sampled random number Is subtracted from reference 
number "52428" on the first row, to thereby detemnne a result of first computation. If the result of first computation 
represents a value of 0 or greater, "Group 1 L Sign Presentation" on the first row is selected. If the result of fir^ com- 
putation is negative, the absolute value of the result of first computetion is subtracted from second reference numeral 
"6554," to thereby determine a result of second computation. If the result of second computation Is greater than 0, 
"Group 1 H Sign Presentation" on the second row is selected. If the result of second computation is negative, "None" 
on the third row h selected. 

[0472] The type of a displayed symbol will be selected by means of the same computation method. The sampled 
random number is subtracted from reference number "3276" on the first row, to thereby detennlne a result of first 
computation. If the result of firat computation represents a value of 0 or greater, "X" on the first row Is selected. If the 
result of first computation is negative, the absolute value of the result of first computation is subtracted from second 
refisrenoe numeral "45874," to thereby determine a result of second computation. If the result of second computetion 
Is greater than 0, "7" on tiie second row Is selected. If the result of second computation Is negative, tiie absolute value 
of the rrautt of second computation is subtracted from third reference numeral "3276," to thereby determine a result 



EP1111 SS8A2 

of third computalion. If the result of third computation is greater than 0, "R" on the third row is selected. Computations 
are perfomied sequentially In the same manner, and symtx^ls to be displayed are selected so as to correspond to 
random numbers up to "65535." 

s <Rash Data Table> 

[047^ The relationship between flash data, a random number for selection purpose, a reel blinking pattern, and 

presentation sound (start sound) will now be described tiy nefenance to Rgs. 99 through 102. 

[0474] As shown In Figs. 99 through 102, flash data tables are of ten types ("0" to "9"). TTie flash data tables corre- 

10 spend to respective game statuses. Rash data table "9" corresponds to a winning mode of "Diamond" arising during 
internal generation of a big bonus or a regular bonus. Flash data table "0" corrBsponds to a losing mode arising in a 
normal game when a big bonus game Is inoperative. Flash data table "1" corresponds to a group 1 winning mode 
durtr^ a nonnal game (generation of a group, two cherries, four cherries, an6 dragon B) when a big bonus game is 
Inoperative. Rash data table *'2" corresponds to a winning mode of "Dragon" during a normal game when a big bonus 

15 game is inoperative. Rash data table "3" corresponds to a winning mode of "Diamond" during a normal game when a 
big bonus game is Inoperative. Rash data table "4'' corresponds to a winning mode of "Replay" during a normal game 
when a big bonus game is inoperative. Flash data table "6" corresponds to a winning mode of a big bonus or a regular 
bonus during a normal game when a big bonus game is Inoperative. Rash data table 'ff* corresponds to losing during 
a big boni^ or a regular bonus. Flash data table con^sponds to a group 1 winning mode during internal generation 

20 of a big bonus or a regular bonus. Flash data table "8" corresponds to a winning mode of "Dragon" or "Replay" during 
internal generation of a big bonus or a regular bonus. 

[0476] in each of the flash data tables, a combination of a random number and winning determination data corre- 
sponds to any one of the two types of game start sounds; i.e., ""Start Sound 1" and "Start Sound 2," and any one 
selected from nine types of reel blinldng pattems (patterns "1" to "8" and "no blinldng"). 
^ [0476] As shown in Rg. 99, in the case of random number "28" and winning determination data "none" described in 
the flash data table "9," "Start Sound 1' and reel blinking pattem "4" are selected. In the case of random number "225" 
and winning determination data "none" described in the flash data table '0," "Start Sound 1" and reel blinldng pattem 
"None" are selected. 

[0477] The reel blinldng pattem means a pattem in which nine back lamps 125 in total, three back lamps being 

30 anwiged in a vertical row in each of the three reels 5a to 5c, are iiluminated or extinguished or blinked. As shown in 
R^ 261 to 268p reel bOnking pattem "1" Involves exGnction of all back lamps 125 for a period of 103.25 ms (see Rg. 
261). Reel blinking pattem "2" Involves continuous repetition of eleven types of IDuminafion pattems within a travel 
time of 150.18 ms, to thereby cause blinking of the back lamps 125 (see Rg. 262). Reel blinking pattem "3" involves 
continuous repetition of eleven types of illumination pattems within a travel time of 75.09 ms, to thereby cause blinking 

95 of the back lamps 125 (see Rg.263). Reel blinking pattem "4" invoh^ continuous repetition of nine types of lliumlnatlon 
pattems within a travel time of 160.18 ms, to thereby cause blinking of the back lamps 125 (see Rg. 264). Reel bRnkIng 
pattem "5" Involves continuous repetition of nine types of inumlnation patterns within a travel time of 103^25 ms, to 
thereby cause blinking of the back lamps 125 (see Rg. 265). Reel blinking pattem "6" involves continuous repetition 
of fifteen types of Illumination pattems within a travel time of 150.18 ms, to thereby cause blinking of the bade lamps 

40 126 (see Rg. 266). Reel blinking pattern "r involves continuous repetition of fifteen types of Illumination pattems within 
a travel time of 75.09 ms, to thereby cause blinking of the back lamps 125 (see Rg. 267). Reel blinking pattem "8" 
Involves continuous repetition of fifteen types of IDumlnation pattems within a travel time of 103^25 ms, to thereby cause 
blinking of the back lamps 125 (see Rg. 268). In addHlon, there Is a "No Blinking" pattem in which no bflnklng of the 
back lamps 125; that is, continuois Illumination of the back lamps 125, is performed. 

45 [0478] Winning determination data correspond to a flag for reporting the result of an internal generation operation 
performed by the oontrd unit to the player with 100% confidence. Further, the "start sound" corresponds to a sound 
effect originating from the speaker 25 at the commencement of a gama In the present embodiment, two different types 
of start sounds; i.e., "Start Sound 1' and "Start Sound 2," are available. In the present embodiment, selection processing 
pertaining to the Hash data tables is performed by the main control board 100. However, tiie sub-control board 200 

so may be configured to perform the processing. 

< Image Display > 

[0479] On the basis of the data constituting the foregoing tables, the image display section 13 displays Images. 
55 Displayed Images are expressed as stationary or animated. A character shows up and provides game mies or expla- 
nations of errors. Further, in association with a progress In an adventure story in which a main character appears, 
various presentations are effected. 

[0480] Images appearing on the image display section 13 will be described by reference to Rgs. 103 through 178. 
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[0481] Figs. 1 03 through 1 06 show demonstration display screens appearing in response to the previously-described 
demonstration display command code '^h' (see Fig. 28). These demonstration displays appear when no game is 
played on the slot machine. Sequentially displayed In en animated manner In accordance with an image sequence 
control table are Images; for example, a manufacturer's logo (see Rg. 103), a model name (see Fig. 104), a dividend 
table (see Fig. 105), and explanations of game oiles (see Fig. 106). 

[0482] For Instance, during the display of logo shown in Fig. 103, an archaeopteryx H^bs from the right dde of the 
screen and enters a triangular frame displayed on the len-«ide of the screen, thereby completing a logo display. During 
the display of a model name ahown in Rg. 1 04, nrtodei name 'DUEL DRAGON" and a menage indicaling that insertion 
of gaming tolcens is possible are displayed. Further, a dividend table of winning combinations which would arise during 
a nomial game and a dividend table of winning combinations which would arise during t>onus games are displayed in 
an animated manner. The dividend table shown in Fig. 105 states thai, in a case wher« "DIAMOND," "DIAMOND," 
^'DIAMOND" is displayed in the stopped state of the reels, fifteen gaming tokens are to be paid out The game rule 
display shown In Fig. 106 exptalns that Insertion of gaming token la necessary for starting a game. Subsequently, 
animated display of a round of gam^ is scrolied. 

[0489] Figs. 1 07 and 1 08 show reel screen displays appearing in response to the reel screen display command code 
"03h" (see Fig. 29). This reel screen display appears after insertion of a gaming token. The semen display Is made up 
of a normal reel screen (see Fig. 107) and an intemally^tlfied-atate reel screen (see Rg. 108). 
[0484] In the nomnal reel screen ahown In Rg. 107 pn a case where Olh is stored in the second byte of the trans- 
mission command), the background Is colored blue, thereby Indicating that the display is a nomnal reel screen. In the 
IntemaDy-notified-state reel screen shown in Rg. 108 (in a case wher^ 02h is stored in the second byte of the trans- 
mission command), the background is cotored red. Moreover, symbols; for example, *7," *7.' "7," are displayed sta- 
tionarily, thereby indtoating that a big bonis is internally generated. 

[0485] Rgs. 109 through 120 show sign presentatton screens appearing on the nonnai reel screen In response to 
the reel screen display command code "04h" (see Rg. 31). These sign presentation screens appear when the reels 
5a to 5c atari spinning on a normal reel screen, in these screens, there are displayed a plurality of types of smali- 
Jackpot combination sign presentations (corresponding to the transmission commands having (teta OOh to 07h stored 
in theirsecond bytes) and a plurality of types of /.UH/sign presentations (comespondir^ to the transmission commands 
having 08h (o OEh stored in their second bytes). 

[0486] The sign presentation screen shown in Fig. 109 corresponds to a screen in which °DB, Cherry Winning L Sign 
(Olh)" presentatbn is to be effected by means of the data stored in the second byte of the transmission command. 
TTie sign presentafaon screen shown in Rg. 110 corresponds to a screen in which "DB, Cherry Winning L Sign (02h)" 
presentaticn is to be effected. The sign presentation screen shown in Fig. Ill corresponds to a screen in which "Dragon 
Winning L Sign (03h)" presentation is to be effected. The sign presentation screen shown in Rg. 112 conasponds to 
a screen In which "Dragon Winning H Sign (04h)" presentation is to be effected. The sign presentation screen shown 
in Rg. 113 corresponds to a screen In which "Diamond Winning H Sign (OSh)' presentation is to be ^fected. The sign 
presentation so-een shown in Rg. 114 corresponds to a scre^ in which "Diamond Winning H ^gn (06h)" prraentatton 
is to be efTected. The sign presentatk3n screen shown In Fig. 115 corresponds to a screen in whteh "Replay Winning 
Sign (07h)'' presentation is to be effected. 

[0487] The sign presentation screen shown in Fig. 116 conasponds to a screen In which 'OSHiKURA U-ZHt Sign 
(09h)" Is to be pertbrmed. The sign presentation screen shown in Rg. 11 7 corresponds to a screen in whteh "PowerBaii 
U-ZH! Sign (OAh)" is to be performed. The sign presentation screen shown In Fig. 118 conasponds to a screen in 
which "Balancing-on-Roinng-Ball U-ZHl Sign (OBh)" is to be performed. The sign presentatton screen shown in Fig. 
119 comesponcte to a screen In which "YAH-HOO U-ZHI sign (OCh)" is to be performed. The sign presentation screen 
shown In Fig. 120 corresponds to a screen in which "BB Determination (Rainbow 7) (ODh)" is to be perfbmned. 
[0488] Although uniflustrated, a screen similar to the screen shown in Rg. 120 (in which "7." "7 " "7" are changed to 
"BAR • "BAR," "BAR^ appears In the "RB detemrtinatton (rainbow BAR) (OEh)" presentation. 
[0488] Rgs. 121 through 141 show U-ZH! presentation screens to be displayed on the nonnal screen so as to cor- 
respond to the stop command code "07h" (see Rg. 34). The LI-ZHI presentation screen is displayed when an operation 
fbrstopping a second reel during play of a normal game Is peribrmed, in which a plurality of types of li^presentations 
are effected. 

[049Q] For exan^ie, the U-ZHi preaentatlon screens shown in Figs. 1 21 and 122 are displayed when ^'l^nnal Win- 
ning (02h)" presentation is to be effected by means of the data stored in the second byte of the transmission command. 
When the three symbols statlonarily displayed on the screen become identical (e.g., all are cookies), a message stating 
nonnal winning appears. 

[0491] The U-ZH! presentation screens shown in Rgs. 123 through 126 are displayed when 'OSHIKURA Winning 
(04h)' presentation is to be effiscted (Rg. 123), wherein the main character and a monster, who oppose each other, 
push each other with an apple sandwiched theret>etween. in the case of "losing " the monster has won by pushing the 
mafri character away, and the main character is crushed by an apple that has fallen from above (see Rg. 1 24). Then, 
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a "losing" symbol is displayed. In contrast. In the case of "winning," the main character has won by pushing away the 
monster, and the monster Is owhed by the apple that has fallen from above (sea Fig. 125). Ihe apple located between 
them splits open, and "7" emerges from the Inside of the split apple. Accordingly, the symbols assume combination 
"7," "7,- V- (see Rg. 126). 

[0492] The LhZHI presentation screens shown In Rgs. 127 and 126 are displayed when 'Balancing-on-f^olling-Ball 
Right Winning 1 (06h}" presentation is 1o be effected (Rg. 127). When the main character has successfully balanced 
on a roHIng ball (see Rg. 127) and shown a V sign, with displayed symbols assuming combination "X," "X," "X." a 
message Indlcatfrig "Winning" Is displayed, in the case of losing," the main character malces an unsuccesshJl landing 
when jumping down from the ball. 

1049?] The LI-ZHi presentation screens shown in Figs. 129 through 131 are displayed when "Baianclng-on-Rolling- 
Bail Left Winning 1 (OAh)'' presentation is to be effected. Although the main character has suocessfuliy balanced on 
a rolling ball (see Rg. 129). he ended with an unsuccessful landing (see Fig. 130). L^ter. when the main character 
walces up and shows a V sign, with displayed symbols assuming corrtjlnation "X," "X," "X," a message indicating 
"Winning" Is displayed, in the case of "losing," the main character does not wake up. 

[0494] The U-ZHI presentation screens shown in Rgs.. 132 through 134 are displayed when "Balancing-on-RolGng- 
Bail Center Winning 1 (OEh)" presentation is to be effected. After the main character has jumped on the ball (see Fig. 
132) and landed on the bail (see Rg. 133), the thus-landed main character shows a V sign, with displayed symbols 
assuming comblriatlon "X," "X," "X" Then, a message indicating "Winning" is displayed. In the case of "losing," the 
main character makes an unsuccessHil landing when jumping down fix)m the bail. 

[0495] The L/-ZH/ presentation screens shown In Figs. 135 through 138 are di^layed when "PowerOall 1 Winning 
(12h)'' presentation is to be effected. The main character ihrcm three powerbails sequentially toward a reel whtoh is 
In nratlon and is to finally stop (i.e., with a symbol to be displayed on the center reel) (see Rgs. 135 through 137). The 
three powerbails hit the target, and sign "Hir appears (see Rg. 138), thereby Indicating "Winning." In the case of 
"losing." no powerbails hit the target "PowerBall 2 Winning (14h)" presentation Is Identical with "Powerfiall 1 Winning, 
" except that baOs are thrown faster than in PowerBall 1. 

[0496] The Lf-ZHi presentation screens shown in Figs. 139 through 141 are displayed when "PowerBall 3 Winning 
(16h)" presentatk)n Is to be effected. TTie mdn character throws at the target a powerbail, In which the character 
straining so as to attain the power for throwing three balls (see Rgs. 139 and 140). The three powert)alis hit the taiget, 
and sign "HIT" appears (see Fig. 141), thereby indicating "Winning." in the case of "losing," no powerbails hit the tar^t. 
[0497] Rgs. 142 through 1 53 show big bonus stage presentation screens appearing In response to the bonus stage 
display instnjction command code "OCh" (see Fig. 39). The big bonus stage presentation screens appear during a big 
bonus game, wherein a story Invohfing adventuns of the main character is started. 

[0498] The big bonus stage presentation screens shown in Rgs. 142 and 143 are displayed when "BB Stage 1 Start 
Display (command code 02h is stored in the second byta of the transmission command}" presentation is to be effected, 
in association with start of a big bonus stage 1, message "LjeTs Gol" appears (see Rg. 142). In association with start 
of a normal game during a big bonus belbre a first JAC game is started, there is displayed a scene in whk:h the main 
character goes to a green field (see Rg. 143). 

[0499] The big bonus stage presentation screen shown in Fig. 144 is displayed when "BB Stage 2 Start Display 
(command code 03h)" presentation Is to be effected. In association with start of a big bonus stage 2, there is displayed 
a scene In whldi the main character enters a forest. 

[0500] The big bonus stage presentation screen shown in Rg. 145 Is displayed when "BB Stage 3 Start Display 
(command code 04h)" presentation is to be effected. In assodation with start of a big bonus stage 3, there is displayed 
a soene in which the main character enters a cave. Thus, in the big bonus game, image presentations differ from stage 
to stage, thereby constituting a single story. 

[0501] The big bonus stage presentation screens shown In Figs. 146 and 147 are displayed when "Bonus End Pres- 
entation Display 1 (command code 05h)" presentation is to be effected. The main character knocks down a dragon, 
which Is a character who Is the boss of the main character's enemies, whereupon a message "See YouP' is displayed 
(see Fig. 146). Subsequently, a curtain descends (see Rg. 147). and a message indicating the end of the big bonus 
game appears. 

[0502] The big bonus stage presentation screens shown In Figs. 148 and 149 are displayed when "Bonus End Pres- 
entation Display 2 (RBI and 2 ended with punctures) (command code 06h}" presentation is to be effected. The main 
character has failed to defeat an enemy monster (see Fig. 1 48) and has am away (see Rg. 149), thereby having failed 
to attain the greatest possltsle numt>er of wins allowed in the first or second JAC game. Accordingly, the display shows 
that the game Is ended with punctures (here, "PUNCTURP means that the player has not won all the nomnal games 
available In a big bonus game). 

[050^ The big bonus stage presentation screens shown in Figs. 150 and 1 51 are displayed when "Bonus End Pres- 
entation Display 3 (RB3 ended with punctures) (command code 07h)" presentation is to be effected. The main character 
has faned to defeat the dragon, the boss of the enemies, (see Rg. 150) and the main character's spirit rises to heaven 
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(see Rg. 151). The display shows that the player has failed fo attain the greatest possible num(>er of wins alkjwed in 
the third JAC game and the bonus game has ended with so-called punctures. 

The big bonus stage presentation screens shown in Rgs. 152 and 153 are displayed when "Big Bonus End 
Presentalion Display 4 (a normal game ended wfth punctures) (command code 08h)' presentation is to be effected. 
After a message "LOSS ONE'S WAY ("youVe lost your way)" stating that the main character cannot meet the dragon 
has been displayed (see Fig. 1 52), another message "GAME OVER" Is displayed (see Rg. 1 53), thereby lowing that 
the player has felled to enter a JAC game during a nonnal game provided In the big bonus and has ended wfth so- 
called punctures. 

[0505] The regular bonus stage presentation screens shown In Rgs. 154 through 157 are displayed in response to 
the neel spinning start command code "ODh" (see Rg. 40) for use in a fBguiar bonus game. The regular bonus stage 
presentation screens are displayed during the course of a JACICPOT gama Accordingly, a story in whlc^ the main 
character experiences adventures proceeds. 

[psOff] Fbr instance, the regular bonus stage presentation screens shown In Rgs. 164 through 157 show a stage 
number in the JAC game (1 through 3) and the number of games provided In the JAC game (1 to 12), in association 
with progress of the adventure story. A stage number is represented by a bacicground screen, such as a green fleid. 
a forest, or a cavem. Further, letter TURN-I TURN-2," or the lilce appearing in the upper part on the screen denotes 
the number of games. 

[0507] Jackpot winning presentation screens shown in Figs. 158 through 160 are displayed in response to the jaclcpot 
winning presentation command code "OEh" (see Rg. 41). The jackpot winning presentation screen appears during the 
course of a JAC game, and a story In which the main charecfcer experiences adventures proceeds. 
[0508] The Jackpot winning presentatton screens shown in Rgs. 158 through 160 show a stage number (1 through 
3) In the JAC game and the number of Jackpot wins (1 through 8), in association with a progress in the adventure story. 
A stage number is represented by means of a background screen, such as a green field, a forest, or a cave. Letters 
"HIT-1" appearing In the top on the screen shows the number of Jackpot wins. 

[0509] Rgs. 161 through 163 show the big bonus presentation screens shown in response to the reel spinning start 
command code "OFh" (see Rg. 42) fbr use In a big bonus game. The big bonis presentation screens showthe number 
of remaining games during the big bonus round. 

[0510] On the big bonus presentation screens shown in Figs. 161 through 163, the number of remaining games 
provided In the big bonus is shown, by means of numerals "Z," and "1." When a so^lied punctured state ap- 
proaches, a message to that effect is also displayed. 

[051 1] Rgs. 164 through 169 show smaiiHackpot winning presentation screens whtah appear during a normal game 
provided in a big bonus game in response to the small-jackpot winning presentation command "lOh" (see Fig. 43) fbr 
use In a noimal game provided in a big bonus game. The Bmail-Jackpot winning presentation screens appear when 
smali-jackpot winning has arisen during a nomiai game provided in a big bonus game. A story in which the main 
character experiences adventures proceeds. 

[0512J For Instance, on the small-jackpot winning presentation screen shown in Rg. 164, the main character pteka 
up an ot^ect, and question mark T Is provided in a tfiought balloon of the main character, "mis means that the cun^ent 
state is a so-cailed dropped state in which the player has failed to win in smalHackpot games even though a winning 
mode has been internany gonereted. The small-jackpot winning presentation screen shown in Rg. 165 shows success 
in so-called replay drop operation, by means of the word "NICE." Here, replay drop means that replay winning (Indicated 
by JAC game operation symbols during a big bonus game) is dropped intentionally fbr the purpose of playing a specified 
number of normal games during the big bonus round. 

[0513] On the smalliackpot winning pr^ntation screens shown in Figs. 166 through 168, display of symbols "PB 
(ball)," "PB (ball)," and "PB (bail)" indtaates occurrence of replay winning. Namely, there has arisen a specific winning 
mode fbr entering a JAC game. A character confronting the main character presents a stage number In the JAC game. 
[0514] Symbols "DIAMOND,- "DiAMOND," "DIAMOND^ appear on the small-jackpot winning presentation screen 
shown in Rg. 169. Further, numeral "15" Is displayed to indk»to the number of gaining tokens to be paid out, thus 
displaying a winning mode of diamond. 

[0515] Rgs. 170 through 173 show regular bonus winning presentation screens which appear during a big bonus 
game in response to the regular bonus winning presentation command code "iih" (see Rg. 44) for use In a big bonus 
game. The regular bonus winning presentation screens are displayed when the player has won a regular bonus during 
the big bonus game, and a story of the main character experiencing adventures proceeds. 
[0516] for instance, on the regular bonus winning (also called JAC game winning In some Instances) presentation 
screens shown In Rgs. 170 through 173, the main character confronts a monster (or dragon) and throws balls toward 
the monster, if a bafl hits the monster, the monster changes into a token, and It is Indicated that the player has won 
the Jackpot game (bonus game) provkied in the regular bonus game. The enemy is changed in accordance wHh a 
stage number in the regular bonus game. On the third stage, even if a bail hits the dragon, the dragon will not change 
into a token. 
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[0517] Figs. 174 through 1 78 show error display screens which are displayed In response to the error screen display 
command «12h- (see Rg. 45). The enor display screens appear In the event of occunence of en enur In the slot 
machine. Details of the error and an error code are displayed along with chamctere. 

[0518] For Instance, the error display screen shown In Fig, 174 Is displayed In the event of occunence of a "selector 
jam error (01 h is stored in the second byte of the transmission data)," in which a selector Is jammed with gaming tokens. 
TTie enor display screen shown In Rg. 175 is displayed in the event of occunence of "token hopper fuD error (03h)," 
in which the token tray Is filled with tokens. TTie enor display screen shown In Rg. 176 Is displayed In the event of 
occurrence of "Token-to-be-Replenlshed Error (05h)," In which shortage of gaming tokens has arisen in the hopper, 
■me error display screen shown In Rg. 177 is displayed in the event of occurrence of "Hopper Jam Enor (OBh)," in 
which the hopper Is Jammed with gaming tokens. The enur display screen shown In Rg. 178 is displayed In the event 
of occurrence of "Board Anomalies Detected Enor (OTh)," in which anomaDes have arisen in a board. 

< Control Procedures> 

[0519] As has been described above, the slot machine 1 is electricafly controlled by means of control units (l.e.. the 
main control board 1 00, the sub-oontrol board 200, and the Image control board 300). 

[0520] Rgs. 179 through 256 shows control operations of the slot machine 1 , control operations to be perfonned by 
the 8UbK»ntrol board 200 and those to be performed by the image control board 300 are described with emphasis. 

< Receive Interrupt Processing: A01> 

[0521] Rgs. 179 through 182 are flowcharts showing procedures for receive interrupt processing. 

[0522] As shown In Figs. 179 through 182, receive inten^upt processing is for enabling the sub-control board 200 to 

nsceive a signal from the main control board 100. 

[0523] In receive mlen-upt processing, of received date, the higher eight bits are imported from the command receive 
port 'COMHMAP (of higher hierarchical level)." TTie remaining, lower eight bits are Imported from 'XJOMLiWAP (of lower 
hierarchical level)" (AOI^I). Further, a strobe signal Is Imported from the Input port [pj (INMAPO) (A01 2), thereby 
enabQng multiple Intenupts (timer Intermpts) (A01,3), 

[0524] Subsequenfly. the states of the strobe signal is fetched, and a detennination is made as to whether or not the 
thus4mported signal is an invalid strobe signal, such as noise (A01_4). If the imported agnai is an invalid strube signal, 
it is determined that an error h^ arisen. Hence, the enor counter "REEf^CNT Is updated (AD1_32), and the main 
CPU down detection time Initial value (50 ms) shown In Fig. 47 Is set In the main CPU down watchdog"timer"M_ WATCH" 
provided in the woric area. 

[0525 In contrast if the imported signal is an effective strobe signal, the receive sequence management date 
"i=^PHASE" (a parameter for determining whetiier ttie strobe signal Is a leading command or a subsequent command 
of a command which is transmitted in two bytes) (A01_5) are checked, tt^ereby determining whettter ttie signal corre- 
sponds to tiie first sequence or the second sequence (A01_B). The reason for tills Is ttiat two bytes (one byte = eight 
bite) are taicen as one sequence and that date are transmitted In tiie fonii of two sequences. 
[0526] If ttie received sequence conesponds to the first sequence, the first byte (representing the type of a command 
code) of the received date is compared wtth ttie maximum value of the command code "MClWD.MAX" output from ttie 
main CPU 101 (A01_7),tiierebydetemfiiningwhettierornotttie recehred date fall wittiin ttie range of"rto"M 
(OOFH)" (A01.8). Since ttie transmitted command code oonsiste of sixteen types in total, the determination is made In 
order to prevent receipt of any further values (see Rg. 10). If the received date do not fall wrthin the range of "1" to 
"MCMD.MAX (OOFH)," it is detemriined that an enor has arisen. The error counter "REER^CNT" is updated (A01_32). 
Further, the main CPU down detection time initial value (60 ms) shown in Rg. 47 is set in ttie main CPU down watehdog 
timer "M^WATCH" provided In ttie worlc area, thereby resulting in restoration frcm ttte receive Intermpt proofing. 
[0527] if ttie recehfed date do not fall wrthln ttie range of "1" to "MCMD^MAX (OOFN)," "1" indicating the end of ttie 
first sequence is set in ttie receive sequence management data "RX.PHASE" (A01_9). The received commands are 
saved in the received-command higher byte area "RCVCMDH" and In ttie reodved-command lower byte area "RCVC- 
MOr (A01_10). 

[0528] Subsequentty, BCC check is perfbmied, and a computed BCC value Is saved (A01.11). The timeout value 
"FOLTOUr included in the received sequence shown In Rg. 47 is loaded, and the thus-loaded value is set in tfie 
nsceh^e timeout measurement timer TOCTIMER- (A01_12). The main CPU down detection time initial value (50 ms) 
shown In Rg. 47 is set In ttie main CPU down watchdog timer "M-WATCH" provided In the work area, ttiereljy resulting 
In restoration from the receive interrupt processing. 

[0520] If the received sequence Is the second sequence, ttie receive sequence management date "RX.PHASP" Is 
cleared (A01_13), and tiie current time of ttie receive tfrneout measurement timer "IW.TIMER" is checicBd. Then, ttie 
time value is compared wtth a time value of a receive interval timer RX.NTIM (A01.14). TTie receive timeout meas- 
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urement timer "RX.TIMER- is cleared (A01„15), to thereby deteimine whether or not a receive interval is normal 
(A01_16). 

[OSSq If the receiver interval is normal BCC value of the recehreownmand is chedced (A01^17). to thereby determine 
whether or not a match exists between the computed BCC value and the received BCC value (A01_18). 
[0531] If the match does not exist between the computed BCC value and the received BCC value, it is determined 
that error has arisen, thereby the error counter -REER^CNT is updated (A01.a2). and the main CPU down detection 
time Initial value (50ms) shown In Rg.47 is set in the main CPU down watchdog timer "M.WATCH" provided In the 
worlc area, thereby resulting is restoration from the receive intenupt processing. 

[0532] If the receiver Interval Is anomalous. It is detemnined that an enor has arisen. The enor counter "REEK-CNF 
Is updated {A01_32). Further, the main CPU down detection time initial value (50 ms) shown in Rg. 47 Is set In the 
main CPU down watchdog timer "M^WATCH" provided in the work erea, thereby resulting in restoretion from the 
receive interaipt prooes^ng. 

[053^ If a match exists between the computed BCC value and the recehred BCC value (A01_1B), the received 
command Is deemed norrmi, thereby clearing the receive error counter "F^ER^CNr (AG1.19). On the basis of the 
Infomiation about the game status stored in the third byte of the received command (I.e., a higher byte stored in the 
second sequence), the game status flag "GAMEST is updated (A01.20), Further, "received-oomrrand higher byte 
area "RCVCMDKT (in which command code type information is stored) is checked (A01.21). 
[053^ Subsequently, a determination is made as to whether or not the received command corresponds to the pres- 
entation initialteation request (01 H) (A01.22). If the received command corresponds to the presentation initialization 
request (01 H). a presentation status flag "PRDC.STS" is checked (A01.23). Further, a determination is made as to 
whether or not an InltiaDzation command reject status is brought Into an ON state and Initialization Is rejected (for 
example, as in the case where the Initiaiizalion request has already been reoehred) (A01_24). if the initialization request 
Is accepted, a presentation inlHaiizatlon instruction flag of the presentation status flag "PRDCSTS" Is set to ON. 
Further, an Initialization oommand reject status flag Is set to ON, thereby rejecting acceptance of another initialization 
command (A01_25). In a case where the initialization command reject status flag has already been set to ON (YES is 
selected in A01.24), the main CPU down detection time initial value (50 ms) shown In Rg. 47 Is set In the main CPU 
down watchdog timer "WLWATCH- provided In the work area, thereby resulUng fri restoretion ftom the receive Intermpt 
processing. 

[05351 if the received command does not correspond to the presentation inif allzation request (01 H), the presentatton 
Initiafization Instruction flag of the presentation status flag "PRDC.STS" is cieared (A01_26). The command received 
this time is compared with a firmly-received command area "LST.RCMD," thereby determining whether or not the 
commands are identical {A01_28). The main control board 100 transmits Identical data several times in consideration 
of occurrence of failures to receive the data, if the thus-transmitted commands are received and saved, a plurality of 
Identical commands are continuously saved. EventuaDy, a single presentatton is rapeated. in order to prevent such a 
situation, the received command Is compared with the finally-received command area. More spedficaiiy, the command 
transmitted this time is transmitted repeatedly at an Interval of 50 ms or less until the next command Is generated. 
[0536] If the command received this time is IdenUcai with the finally-received command area "LST.RCIWD," the main 
CPU down detection time initial value (50 ms) shown In Fig. 47 is set in the main CPU down watchdog timer "M_WATCH" 
provided in the work area, thereby resulting In restoration from the receive interrupt processing. 
[0537] in contrast. If the command received this time Is different from the finally-received command area 
"LST.RCMD- (i.e., the command received this time is a new one), a detemrtfnation Is made as to whether or not the 
received command Is a sound presentation instruction command (A01.29). 

[0538] If the command received this time diff^ers from the sound presentation instiudion command, the receded 
command is saved as a finally-received command into "LST.RCMD" (A01_30). In contrast, if the command received 
this time is the sound presentation Instmctlon command, step (A01,30) is skipped. For example. If tokens are inserted 
continuously, the main control board 100 transmits token insertion commands. In a case where an arrangement is 
made so as to monitor a final receipt oommand, if toltens are inserted continuously, the sub-control board 200 receives 
a token Insertion command before the sequence of the token Insertion command transmitted last time is completed. 
Accordingly, the token Insertion command transmitted this time Is ignored. 

[053aj Received-command storage processing (l.e., processing F03 to be described In detail later) Is performed 
(A01.31). The main CPU down detection time initial value (50 ms) shown in Fig. 47 Is set in the main CPU down 
watchdog timer "M.WATGH" provided in the work area, thereby resulting in restoretion from the receive Interrupt 
processing. 

[0540] As mentioned above, In contrast with a plurality of transmissions of a single command, if subsequently-trans- 
mitted commands should not be ignored (e.g., the sound presentation Instnjction command In the present embodiment), 
there Is performed processing for preventing dteregard for subsequent commands, thus preventing interruption of a 
presentation. 
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<nmer Interrupts: A02> 

[0541] Figs. 183 through 185 are flowchaHs showing procedures for timer Interrupt pnicessing. 
[0542] As shown In Figs. 183 through 185, timer Intenupt processing Involves execution of processing operations: 
that is, processing by which the sul)-control board 200 transmits a signal to the image control boarti 300 after having 
necerved a signal from the main oontrol board 100; updating of random numbers for selecting a presentation; monitoring 
of various errors; and updating of timers. 

[0543] In the timer Interrupt processing, multiple intermpts are enabled (A0?_1), and the random numbers 
"SELRAND- are updated {A02_2). A timer for adjusting a presentation sequence "PK-TIMER" is checlced (A0^3), 
thereby mailing a determination as to whether or not time-up has arisen In the timer °PR_TIMER" (A02_4). If tlme^p 
has not arisen in the timer "PR^TIMER," "one" is subtracted from a timer value of the presentation sequer^ adjustment 
timer "PR.TIMER" (A02.5), in contrast, If time-up has arisen in the timer "PR^TIIi^ER," the timer value subtraction 
processing (A02_5) is not perfbrmed. 

ni644] SiAsequently, the receive timeout measurement timer "RX^TIMER" (for checking a time inten^al from receipt 
of the first sequence untfl receipt of the second sequence) is chedced (A02_6), to thereby detemilne whether or not 
time-up has arisen In the receive timeout measurement timer "RX_TIMER" (A02_7). if time-up has not arisen In the 
fimer-PJeTIMER," "one" is subtracted from a timer value of the "PX-TilWER" (A02_8). In contrast, if time-up has arisen 
in the timer "P^LTIMER," It b determined that an error has arisen. Received-sequence management data "RX^FWUSE" 
are cleared (A0^9} without performance of the timer value subtraction processing (A02_8)- Further, the receive error 
counter TCER.CNT Is updated (A02_10). 

[0545] A deternilnatlon Is made as to whether or not the main CPU down watchdog timer "M_WATCH' is checlced 
(A02-.11), to thereby detemrane whether or not time-up has arisen in the timer "M^WATCH" (AoLl2). If time-up has 
arisen In the timer "M_WATCH," It Is detemnlned that the main CPU is down. The presentation initialization irstruclion 
flag of the presentation status flag "PRDC.STS" is set Id ON (A0?_14), thereby resulUng in restoration from the timer 
interrupt processing. 

[0546] If time-up has not arisen In the timer "M_WATCH," "one" is subtracted from a timer value of the "iVI_WATCH" 
(A0i_l3). A check is made as to transmission sequence management data "TX^PHASE" (a work area fbr managing 
whether or not a command is transmitled to the image control board 300) (A0Z_15), thereby determining whether or 
not data are being transmitted to the Image control boanj 300 (A02_16). If data are being transmitted to the image 
control board 300, command transmission processing (i.e., processing A04 to be described in detail later) is perfbmied 
(AO^IT), thereby resulting In restoration from the timer Intenupt processing. 

[0547] If data are not transmitted tothe imagecontrol board 300, a transmission management timer area "7X_TIIWER" 
Is checked (A02_18). AdetemiinBtion is made as to whether or not time-up has arisen In the transmission management 
timer area "DCTIMER" {A02_19). This timer area is a woric area fbr managing a transmission interval between trans- 
mission commands. In the preserrt embodiment, the transmission management timer area is set to an Initial value of 
10 ms (see Rg. 47). Here, If time-up has arisen in the transmission management timer area TX.TIiMER," transmission 
start processing (i.e., processing A04 to be described in detail later) is peffbmned (AD^20), thereby resulting In res- 
toration from the timer interrupt processing. 

[0548] In contrast. If time-up has not arisen in the transmission management timer aroa "TX^TIMER," "one" Is sub- 
tracted Irom a timer value of the "TX^TIMER" (A02_21 ), thereby checking the presentation status flag "PRDC^STS" 
(A02,22). A detemrtination Is made as to whether or not the transmission command has already been edited (A0L23). 
This flag means that various image presentations are selected in accordance with the presentation command output 
from the main control board 1 00, whereby the command to be transmitted to the Image control board 300 is determined 
0.e., edited). 

[0549] If the transmission command has not yet been edited, restoration from the timer intenupt processing is ef- 
fected. 

[055(q In contrast, if the transmteskin command has already been edited, the transmission data saved in a trans- 
mission command edition buffer (doubling as a backup buffer) TXBUFWK" are set In a transmission command buffer 
TXBUFP (A02»24). The game atabs flag "GAMESr is checked (AD?_25), thereby determining whether or not an 
error has arisen (A0^26). 

[0551] In the event that an enor has arisen, the transmission data saved In a dedicated buffier Ibr an enor screen 
display command (doubling as a backup buffer) 'TXERRVW are set in the transmisston command buffer "TXBUFP 
{A0i,27). In contrast, if no enor has arisen, step (A02_27) is skipped. 

[0552] Subsequently, computation of a BCC value of the transmission command is set (A02-28). and a transmission 
command edited flag of the presentation flag "PRDC.STS" Is cleared (A02_29), thus resulting In restoration from the 
timer interrupt proces^g. 
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<TrBn8mi8sion Start Processing: A03> 

[0553] Rg. 186 is a flowchart showing prooedures for transmission start processing. 

[0554] As shown In Rg. 186, transmission start processing is for enabling the sub-control board 200 to start trans- 
mission of a signal to the image control board 300. 

[05551 In transmission start processing, the transmission command buffer "TXBUFP is first checlced (A03.1). there- 
by determining whether or not a transmission command Is stored (A03 2). If no transmission oommand"is saved 
restoraticn from the transmission start processing is effected. 

[0556] if a transmission command is stored in the buffer, a transntsslon counter TXDATCNr is updated by the 
amount corresponding to the number of transmission data sets (A03_3). T is set In the transmission sequence man- 
agement data TX^PHASE.- thereby indicating that transmission is in progress (A03^4). A transmission start oode 
"DSP.STX" is transmitted (A03_5), and restoration from transmission start processing is effected. 

<Command Transmission Processing: 04> 

[0557] Rg. 1 87 Is a flowchart showing procedures for command transmission processing. 

[0558] As shown In Rg. 187, command transmission processing b for enabling the sub-control boaid 200 to send a 

signal to the image control board 300. 

[0559] In command transmfeslon processing, the data saved in the transmission command buffer TXBUFP are 
output to the OUT port and transmitted (A04_1). The transmission counter TXDATCNr is decremented by the amount 
conesponding to the number of transmission data sets (A04^2). A detemiination is made as to whether or not the 
transmission counter "TXDATOrr has performed a count-up operation (A04l_3). 

[0560] If the transnnission counter TXDATCNr has peribrmed a count-up operation, iO" Is set In the transmission 
sequence managementdata TX.PHASE," thereby indicating that transmission is stopped (A04_4). A command trans- 
mission Interval TX.INTVAL" is set in the transmission management timer TX.TIMER" (A04_5), thereby resulting in 
restoration from the command transmission prDcessing. ~ 
[0561] In contrast If the transmission counter TXDATCNr has not perfbnned a count-up operation, transmission 
of the data stored In the transmission command buflisr TXBUFP (A04_1 through A04^3) Is continued. 

<Presentation Control Processing (main loop): C01> 

[0562] Rgs. 191 and 192 are flowcharts showing procedures for presentation control processing. 

[058q As shown In Figs. 191 end 192, presentation control processing is a main loop for enabling the Image display 

section 13 to perform presentation control operation. 

[0564] In the presentation control processing, the watchdog timer "M.WATCH" Is reset (C0L1), and the receive 
error counter "REER^CNr is checlced. A count value of the counter is compared with the permissible number of 
consecutive receiver errore "ERRN-MAX" (C01_2), thereby determining whether or not the number of enora has ex- 
ceeded an upper limit value OF (16) (C01 J). 

[0565] if the count value of the receive enor counter "REER_CNr exceeds 16; that is, if errore have arisen contin- 
uously and restoration from an enor state has not been effected, acceptance of inlemjpts Is Inhibited (C01 16). Further, 
the presentation sequence timing adjustment timer "PR^TIMER- is cleared (C01.17), and the receh« error counter 
"REER.CNT" Is also cleared (C01_16). The receive sequence management data TX_PHASP ere cleared, thereby 
fonoefuOy tenninating transmission (C01_19). Further, the receive sequence management data "RX^PHASP are 
cleared, thereby forcefully terminating a receiving operation (C01_20). The finally-received command area 
"LST^RCIiflD" Is cleared (C01.21), and a backup data check code "BKCI^DAr Is brought into an ON state, thereby 
Indicating backup anomaOes (C01_22). Processing proceeds to presentation rastoraOon check procesting (prtxiessina 
B01 to be described later). ^ 
[0566] in contrast, if the count value of the receive error counter "REER^cr^ does not exceed 1 6; that Is, Iff enore 
have not arisen continuously and restoration from an enor state has been effected, the presentatton status flag 
"PRDC.STS" is checked (C01_4), thereby determining whether or not the presentation status flag is an initializatfon 
Instruction (C01_5). 

[0567] If the presentation status flag is an initialization Instruction, processing analogous to that perfomied when the 
countvalue ofthe receive error oounter-REER^CNr has exceeded 16(C01_16through C01„22) is performed, where- 
by prcx»88!ng prcceeds to presentation restoration check processing (I.e.. processing B01 to be described later). 
[0560] if the presentation status flag Is not an Initialization Instractton. the presentation status flag "PRDC.STS" is 
checked (C01_6), detennining whether or not the transmission command has already been edited; l.e., whetlier or not 
there is a command to be transmitted to the Image control board 300 (O01.7). If the transmission command has not 
yet been edited, a check Is made to the number of received data sels "RECCISir (C01^8). thereby detemiining whether 
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or not a presentation (nstmction is output from the main CPU 101 (C01_09). 

[05591 If a presentation Instruction is output from the main CPU 101 . there are performed checking of a gaming status 
(i.e.. processing O02 to be desGr{t)ed In detail later) (C01_10), fetching of a command (l.e., processing F04 to t>e 
described in detail later) (C01_11 ), and arolysia of a received command 0-e., processing D01 to be described In detail 
later) (G01_12). 

[0570] Subsequently, if the transmission command has already been edited (YES is selected in C01_7) and no 
presentation Instniclion Is output from the main CPU 101 (NO Is selected In COI^B). the presenlation"5tatus flag 
"PRDC_STS" is checked (C01_13), thereby determining whether or not sequence control operation is in progress 
(C01_14). Here, a sequence control operation which Is In progress specifically means that sound effects are being 
generated. For instance, the flag showre that the U-ZHl presentation sequence control table shown in Rg. 53 Is In 
progress (1^., a Li-ZHI presentation is being performed). 

[0571] If the sequence control Is In progress, presentation sequence control processing (processing COS to be de- 
scribed In detail later) is perfonned (C01_15). and processing proceeds to an iniUai step of the presentation control 
processing. 

< Prerontatbn Restorefion Checic Processing: B01> 

[05721 Rgs- 1W and 189 are flowcharts showing procedures for presentation restoration check processing. 
[0573] As shown In Figs. 188 and 1 89, the presentation restoration processing is perfonned when It Is found that the 
command transmitted from the main control board 100 Is an initialization request or when a game Is resumed after 
having been intemjpted for reasons of an error such as en empty hopper. 

[0574] in the presentation restoration checic processing, presentation status reset processing (l.e., F01 processing 
to be described in detail later) Is performed, thereby inWaiizIng a presentation status (801^1). TTie presentation initial- 
ization Instruction flag of the presentation flag "PRDC.STS" is cleared, and the initialization command reject status 
flag is set to ON, thereby rejecting Initialization (B01„2). A command transmlssfon internal "TX^iNTVAL (10 ms)" at 
which a command is to be transmitted to the Image control CPU is set in the transmission management timer 
"TJLTIMER" (B01_3). Further, the receive error counter "REER^CNr Is set in the register (B01 4), thereby enabiina 
Intemjpta (B01_6). " 
[05751 Subsequently, the watchdog timer "M_ WATCH" Is reset (B01.6), and the baclcup data check code 
"BKCK^DAT" ischeclced (B01_7), thereby determining whether or not a bacl(up operation is operated normally (B01 8). 
If a backup operation Is not performed normally, processing proceeds to presentation nonrestoratlon processing (Le., 
processing B02 to be described later). 

[057q In contrast. If a backup operatfon is performed nonnally, sound restoration processing (I.e., processing F02 
to be described In detail later) is effected (B01_9). TTie presentation status flag "PRDC^STS" is checked (B01_10), 
thereby detennining whether or not command analysis is In progress (B01_11). " ~ 

[0577] In a case where command analysis Is In progress, commands "ALCMD_HI" and "ALCIiflD.LOp" which are 
being analyzed, are set In the register (B01.12), where the commands are subjected to received-command analysis 
processing (l.e.. processing D01 to be described later) (B01_13). Processing then proceeds to presentation control 
processing (I.e.. processing C0 1 to be described in detail later). 

[0578] in contrast, if command analysts Is not in progress, the transmission command edited flag of the presentation 
status flag "PRDC^STS" Is set to ON(B01_14). The presentation status ilag"PRDC.STS" is checked (BOI.IB), there- 
by determining whether or not sequence control Is in progress (B01„16). 

[0579] In a case where sequence control Is in prepress, a presentation-sequence-control^able-access pointer back- 
up TRSQTBK" Is set in the presentation-sequence-control-table-access pointer TRSQPTR." TTie remaining portion 
of the sequence control which has not yet been processed as a result of occurrence of an error Is resumed (B01_1 7), 
and processing proceeds to presentation control processing (i.e., processing C01 to be described in detail later). In a 
case where sequence control is not in progress, processing Jumps directly to presentation control processing (l.e., 
processing C01 to be described In detail later). 

<PreserTtatton Nonrestoratlon Processing: B02> 

[0580] Rg. 1 90 is a flowchart showing prooedunss for presentation nonrestoratlon processing. 
[0581] Presentatton nonrestoratlon processing is effected when processing cannot retum to a presentation status 
before occurrence of an error, for reasons of con-upHon of backup data. As shown In Rg. 190, this processing Is for 
shifting processing to received-command analysis processing in a case where backup has not been performed normally 
during the pre^ntetion restoration processing. 

[0582] in presentation nonrestoraUon processing, the watchdog timer "M.WATCKP is reset (B02_1), and a RAIW 
location is cteared (B02-2). Interrupte are enabled (B0^3). the game status flag -GAIWEST- is checked (BOi.4). and 
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a determination is made as to whether or not intamai winning is being notified (B02_5). 

[OBBSl If internal winning is being notified, the number of games TCHQlNIUM*' for changing symbols to be stationarily 
displayed after illumination of the Wi N lamps shown in Fig. 46 Is set in a displayed symbol change counter "WPLY.CNr* 
(for notifying the number of ganr^s after which the type of bonus game « to be notified when a big bonus game or a 
regular bonus game has not yet been detemnined even though internal winning to be described later is being notified), 
and the counter is initialized (B02_6). The reel screen type flag of the presentation status flag "PRDC.STS" is set to 
ON, thereby indicating that an internally-notified state has arisen (B02_7). There are selected an Initial value for data 
1 pertaining to a symbol to be displayed on a liquid-ciystal screen (simply called "liquid-crystal screen displayed-symbol 
data 1") for effecting the Intemal winning shown in Rg. 46, and an initial value for data 2 pertaining to a symbol to be 
displayed on a liquid-crystal screen (simply called ^iquid-oystal screen displayed-symbol data 2") for effecting the 
same (B02_8). if intemal winning Is not notified, an Initial value for the liquid-crystal screen displayed-symbol data 1 
and an initial value for the liquid-crystal screen displayed-symbol data 2 are selected (B0?_9). In other words, in the 
presentation restoration processing (i.e., when badojp Is perfbrmed normally, dteplayed symbol data are stored in a 
center-side displayed-symbol save area "SREEl^BK"and a right-side displayed-symbol save area "RREEl^BK." How- 
ever, the presentation nonrestorailon processing involves selection of initial values for the displayed-symboi data. 
[0584] Selected initial values ere set to the stBtionarily-displByed symbol data 1 "STP_PiC1 stationarily-dispiByed 
symbol data 2 "STP_PIC2," displayed-symbol data 1 "DSP_P1C1 and displayed-symbol data 2 "DSP^PICr (B0?^10). 
The commands "ALCMD.HP and "ALCMD.LO," which are being analyzed, are set In the register (B02_1 1 ). A recelved- 
command^nalysls-ln-progress flag of the presentation status flag "PRDC.STS" is set to ON (B02L12), thereby effect- 
ing received-command analysis processing (i-e., processing D01 to be described in detail later). 

<Game Status Check Processing: C02> 

Figs. 193 through 195 are flowcharts showing procedures for game status check processing. 
[0586] As shown in Rgs. 1 93 through 1 95, the game status check processing is for generating a presentation status 
(e.g., sound effects and an image to be displayed on the liquid-crystal screen) corresponding to the status of a game 
by means of checking the current state of a game. 

[0587] In the game status check processing, the game status flag "GAMEST Is checked (C02.1), and a sound 
backup area 1 "SND^BAK" is checked (C02_2), thereby determining whether or not a piay-out sound is being generated 
(002.3). A sound backup area consists of four bytes in total and backs up sound data corresponding to playback 
channels (CH1 through CH4) (please refer to Figs. 61 through 75 for correspondence between sound effects and 
playback channels). 

[058q If a pl^-out sound Is being generated, a detemiination Is made as to whether or not the slot machine is in a 
play-out state (C02_4). If the slot machine Is not in the play-out state, It is considered that the slot machine is in a state 
other than the play-out state or is released from the play-out state. Hence, a play-out sound mute code "SD.OFFI" 
[since a piay-out sound is played back by way of the channel 1 (see Fig. 63), the code is a channel 1 mute code] is 
set in the register (C02L6), and the sound backup area 1 "SND.BAK" is cleared {CQ2J7). 
[OWOl If the play-out sound Is not being generated, the sound backup area 1 "SND.BAK" Is checked (C02_8), 
thereby determining whether or not a bonus sound is being generated (C02_9). in a case where a bonus sound is 
being generated, the game status flag "GAMEST" is further checked (C0?_10), thereby detemilning whether or not a 
bonus game is being played (002.11). 

[0590] if a bonus game is not being played, a bonus sound mute code "SD.OFFI" is set in the register (C02_1 2), 
and sound control processing (i.e.. processing G01 to be descHbed In det^ later) is performed (002^13). Thus! the 
sound backup area 1 "SND.BAK" Is cleared (C02_14). 

[0591] if a bonus game is being played (YES is selected in C02_11), if the slot machine is not In a play-out state 
(C02_5 to COZ^T), or If no bonus sound is output (NO Is sdected in C02„9), the sound backup area 1 "SNQ_BAIC Is 
checked (002^15), thereby determining whether or not an eiror sound is being output (C02_16). 
[0592] if an errorsound isoutput. the game status flag "GAh^ESr Is checked (C02.17). thereby determining whether 
or not an error sound is being generated (C02.18). If no error sound is generated, the play-out sound mute code 
"SD.OFFr is set In the register (C02.19), and sound control processing (i.e., processing G01 to be described In detail 
later) is performed (C02_20). The sound backup area 1 "SND.BAiC is dearod (C02_21). 

[0599] Subsequently, if no emor sound is generated (NO is selected in G02.16) or if an error sound is generated 
(YES Is selected In C0?^18), the game status flag "GAMEST" is checked (C02_22), thereby determining whether or 
not intemal winning Is being notrfled (C02_23). 

[0594] In a case where intemal generation of a winning mode is being notified, processing returns to the main routine. 
In contrast, if intemal winning Is not notified, the presentation status flag "PRDC_STS" is checked (C02_24), thus 
determining whether or not a normal reel screen is displayed (C02_25}. If a normal rsel screen Is displayed, processing 
returns to the main routine. 
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[0595] In contmst, If a noimal reel screen is nol displayed, internal winning is not notified on the Gquld-cryetal screen 
In spite of an internal winning notification state (i^., WIN lamps tm Illuminated}, thus resulting in generation of pres- 
entation mismatch (when the WIN lamps are illuminated; that is. when the main control board 100 has selected deter- 
mination data, an Intemally-generated-bonus determination screen inevitably appears on the liquid-crystal screen). 
Hence, the image is initialized. More specifically, the reel screen type flag of the presentation status flag "PRDC_STS" 
is set to OFF (C02_26). The displayed-symbol data 1 initial value "PICINITI" is set in the dlsplayed-symboi data 
"DSP.PIcr (C02_27). The dispiayed-symtwl data 2 initial value "PICINITZ" is set in the displayed-symbol data 
"DSP_PIC2" {COi.28). Then, processing returns to the main routine. 

<Presentation Sequence Control Processing: C03> 

[059q Figs. 196 and 197 are flowcharts showing procedures for presentation sequence control processing. 
[0597] As shown in Rgs. 196 and 197, pres«itation sequence control processing is for effecting pr^entatlon se- 
quence by means of making a determination as to a timing at which the presentation sequence Is to be eRMed. In 
the present embodiment, the presentation sequence primarily means sound-effect (sound) sequence. 
[0598] In presentation sequence control processing, the game status flag "GAMEST" is checked (C03_1), thereby 
determining whether or not errors continue to occur {C03J2). Here, if errors continue to occur, normal sequence control 
Is Impossible, and hence processing returns to the main routine. 

[0599] in contrast, if there are no enors, the presentation sequence timing adjustment timer "PR^TIMER" (C03_3) 
Is checked, thereby determining whether or not time-up has arisen In the prBsentation sequence timing adjustment 
timer "PR.TIIWER"; that Is. whether or not a sequence Implementatton tirrtng has arisen (C03_4). If no sequence 
implementation timing has arisen, processing returns to the main routme. 

[0600] if the sequence implemenitatlon timing has arisen, the presentation-eequenoe-access pointer "PRSQPTR" is 
checlced 'XX)3_5," thereby determining whetheror not data stored in a corresponding address of the sequence contiol 
table are a sequence end code "ENDSQ" (C03_6). If the data are a sequence end code "ENDSQ." one prBsentation 
sequence control operation has already been completed. Hence,aZJ^ZHH>re«enta*lon-ln-^fectflag of the presentation 
status flag "PRDC.STS" Is cleared, and the presentation-sequence-controWn-prc^ress flag Is cleared, thus indicating 
end of the sequence control operation (C03_7). The game status flag "GAIWIEST is checked (C03.8), thereby deter- 
mining whether or not the slot machine is In a play-out state (C03_9). If the slot machine Is not in a play-out state, 
processing returns to the main routine. 

[0601] If the slot machine Is In a play-out state, the play^out sound code "SD.OVER" is set in the roister and In the 
sound backup area 1 "SND^BAIT (C03_10), and sound control processing (i.e., processing Q01 to be described in 
detaii later) is effected (C03_11). 

[0602] Iff the date stored in the address represented by the presentation-sequence-aocess pointer "PRSQPTFl" are 
not the sequence end code "ENDSQ" (NO is selected in C03_6), a detenninatlon m made as to whether or not the 
address date indicated by the presentafion-sequenoe-access pointer "PRSQPTR" are a sequence repeat code "I^P- 
SQ"(C0a_12). 

[0603] If the address date indicated by the presentatbn-sequence-eocess pointer "PRSQPTR" are a sequence re- 
peat code "REPSQ," the date pertaining to the sequence control table (I.e., a ieadlng addr^ of the presentation 
sequence control table) indicated by the address stored in the sequence-control-tabie-access pointer backup "SQP- 
TRBIC are s^ In the register as a sound control request code (C03_13). In contrast, if the address data indicated by 
the presentation-sequence-aocess pointer "PI^PTR" are not a sequence repeat code "REPSQ," step (COS 1 3) Is 
skipped. " 
[0604] Subsequently, from the date stored in the cu^entiy-selected address, a determination is made as to whether 
or not sound is being generated (003^14). if sound is being generated, the sound date are set in the register (003^15), 
and sound control processing (i.e., processing G01 to be described fri detaii teter) is eff^d (C03_ie). in contiOTt, If 
no sound Is generated, processing (C03_16) is skipped. 

[OOOg Subsequently, the address of the sequence-control^bie-access pointer "PRSQPTR" is updated to the next 
address (C03_17), and (teta perteining to the thus-updated address are set ^ the presentation^equence-timing ad- 
justment timer "PR^TIIWER" (C03«18). Processing is then retumed. 

<i^ceived Command Analysis Processing: D01> 

[0606] Rg. 1 98 Is a flowchart showing procedures for received-cominand analysis processing. 
[0607] As shown In Rg. 198, received-command analysis processing is for enabling analysis of a command stored 
in the register through use of command fetch processing (i.e., processing F04 to be described in detail later) and 
enabling a Juntp to corresponding processing. 

[060q in received-command analysis processing, the command date stored in the register are analyzed (DOI.I). 
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A jump is made to corresponding processing by reference to the result of analysis and a branch table (D01_2). The 
branch table is prepared from a demonstration display command code of the command received from the main CPU 
and shown In Rg. 10, through use of fourteen sub-routines provided so as to correspond to a sound presentation 
Inslnjction command code. A recelved-command-analysls-in-progress flag of the presentation status Hag "PRDC STS" 
Is cleared (D01_3), and processing returns to the main routine. 

<Denionstratlon Display Command Processing: D02> 

[0609] Fig. 199 is a flowchart showing prooedunBs for demonstration display command processing. 

[0610] As shown In Rg. 199. demonstration display command processing is for enabling the Image display section 

13 to control a demonstration display. 

[0611] In demonstration display command processing, a demonstration display command "DSP DEIWO" Is set In 
the tran»nls8lon<cormnand-edition buffer "TXBUFWIC' (D0Z.1), thereby clearing a demonatration^isplay-in-progrBss 
flag of the presentation status flag "PRDC.STB," and the transmission-command-edited flag is set to ON (D02.2). 
The recelved-oommand-being^alyzed flag of the presentation status "PRDC.STS" is deared (DDI 3), and process- 
ing returns to the main routine. 

<Tol(en Insertion Command Processing: D03> 

[0612] Rgs. 200 and 201 are flowcharts showing procedures for tolcen insertion command processing. 

[061?] As shown in Rgs. 200 and 201. tolten Insertion command piooesslng Is for oontiolling an Image display to be 

displayed by the Image display section 13 and generation of sound effects. 

[0614] In token hsertion command processing, a register value is set to a tolcen counter "MEDLCTR" (D03_1), and 

the token Insertion sound oode shown in Rg. 58 "SD.MIKP Is set in the register (D03_2). Sound control processing (i. 

e., processing G01 to be described in detail later) is effected (D03.3). and the game status flag "GAMEST Is checlcod 

(D03_4). Thus, a determination is made as to whether or not a bonus game is being played p03_6). 

[061 q Iff a bonus game Is being played, the nBcelved-command-analysls-ln-progress flag of the presentation status 

flag "PRDC.STS" is cleared (D01_3), and processing returns to the main routine. The reason for this is that, during 

the course of the bonus game, a demonstration display is not effected and there is no necessity for changing a display 

on the liquid^rystal screen by means of insertion of a gaming tolcen (a bet operation). A tolcen Insertion sound is 

controlled by means of sound single processing to be described later, in contrast, if no bonus game Is being played, 

the presentaltonstatusflag-PRDC^STS- Is checlced(D03J),thereby determining whetheror^ 
is in operafion (D03_7). 

[0616] Even when a U-ZH! presentation is in operBtlon. a screen display is not changed by means of insertion of a 
gaming token, and the recefved-command-analysls-in-progress fi^ of the presentation status "PRDC.STS" is cleared 
(001^3), and processing returns to the main routine. In contrast. If no L/nZH/ presentatton is in operation, the presen- 
tation status flag "PFIDC.STS- Is checked (D03 J), thereby determining whether or not a normal reel screen Is being 
displayed (D03.9). ^ 
[0617] When a normal reel screen Is being displayed, a display designation oode "NORIW.REEL" for a normal reel 
screen Is selected (D03_10). When a normal reel screen is not being displayed, a display designation code 
"FGDU^REEL" for an internally-notrfied^state reel screen is selected (D03.11). 

[061?] Subsequently, the gaming token insertion command code "03h" is set. as a first byte, in the transmission- 
command-edltion buftor "TXBUFWIC" Further, the selected reel screen type Is set es a second byte, and the displayed- 
symbol data 1 "DSP.PICI" are set as a third byte. Tlie displayed-symbol data 2 "DSP PIC2" are set as a fourth byte 
(D03.12). ' 

[0619] Since the slot machine is in neither a bonus game nor a U'2H! presentation, a demonstration display may 
be displayed. During a demonstration display, there is a necessity for changing the screen display to a reel scroen by 
means of Inserting a gaming token. Hence, the demonstration display flag of the. presentation statos flag "PRDC.STS" 
is set to ON (C03,14), and the receh/ed-command-anaiyslsnn-progress flag of the presentation stati^ flag 
"PRDC_STS" Is cleared (D01_3), and processing returns to the main routine. 

<Processlng tor Starting a Game during a Normal Game: D04> 

[0620] Fig. 202 Is a flowchart showing procedures pertaining to processing for starting a game during a normal game 
(simply called "game stert command processing"). 

[0621] As shown in F|g. 202, game start command processing is for enabling the image display section 13 to start 

presentation display corresponding to a normal game or an internally-generated bonus game. 

[0622] In the game stert command processing, the reel stop counter "STOPCTR" is cleared (D04_ 1), and an inter- 
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nally-genarBted combination Is stored in a generated-oombinatbn-type "WAVEBIT on the bai^s of the data stored in 
the register (D04.2). The game status flag "GAMESr is chectod (D04.3}, therekv determining whether or not a bonus 
game is being played (D04.4). 

[0623] If a bonus gante Is not being played, a presentation-in-effect flag "PRSELFLG" Is set to ON (D04_5), the 
received-command-analysiSHn-prDgfBSS command of the presentation static flag "PRDC_STS" Is cleared (DOU), 
and processing retums to the main routine, in a case where a bonus game is being played, processing (D04_5) is 
skipped. 

<PrDce8sing for Starting Spinning of Reels during a Regular Bonus: D05> 

[0624] l=igs. 203 and 204 ere flowcharts showing procedures pertaining to processing for starting spinning of reels 
during a regular bonus game (called 'RB spinning start command processing"). 

[0625] As shown In Rgs. 203 and 204, the RB spinning start command processing is for enabling the Image display 
section 13 to start presentation display corresponding to a regular bonus game. 

[0626] in the RB spinning start command processing, the reel stop counter "STOPCTR" is cleared (D05_1), and the 
data stored in the register ere an^ed (D05.2). The reel-spinning-stBrI command code 'ODh' fior a regular bonus 
game is set In the first byte of the transmisslon-command-edltlon buffer ""raUFWK" (D05_3). A regular bonus stage 
Is set in the second byte of the transmlsslon-command-edilion buffer TXBUFWK" (D05^4). A determination is made 
as to whether or not the regular bonus game originates from a normal game or a big bonus game (D05_5) (in the case 
of a single regular bonus game originating from a norniai game, data pertaining to the number of possible regular 
bonus operations are set to "KT). 

[0627] if the regular bonus game or^inates from a big bonus game, regular-bonus^tage data are set In boni^stage- 
data "BNS^STON" (D05_6). In contrast, If ttie regular bonus game originates from a normal game, processing (005^6) 
is skipped. 

[062q The number of available regular bonus games; that is, the number of Jackpot games available during the 
regular bonus game (usually set to an Initial value of 12), Is set In an area concerning the number of available regular 
bonus games "JACGAME" (D05_7), A detenninatlon Is made as to whether or not a stage number of the regular bonus 
Is 3; that Is, whether or not the regular bonus Is on the final stage (D05_8). 

[0620] If the regular bonus is not in the final stage, an operation sound code "SD_RBBGM1" for stage "1" or "2" of 
the regular bonus game Is selected (D05_9). Further, a sequenoe-controi-address table "IWP12_TBL'' for stage '1" 
or "2" of the regular bonus game Is selected (D05.10). 

[0630] If the regular bonus Is In the final stage, an operation sound code "SD_RBBGM3" for final stage "3" of the 
regular bonus game is selected (CX)5_11). Further, a sequence-controi^ddrBss table "RBP3_TBL" for final stage "3" 
of the regular bonus game Is selected (D05_12}. 

[0631] As mentioned above, various presentatk)ns are feasible by means of changing B6M from stage to stage 
during a regular bonus ^me. Further, the player can correctly ascertain a progress in the current bonus game. 
[0632] An address of the selected sequence control table is set In the sequence-control4able-access pointer "PR- 
SQPTR' and in the sequence-control-table-Bccess pointer backup "SQPTRBIC (D05_13). The sequence-timingnad- 
justment timer "PR^TIMER" Is cleared (D05„14). The transmlssion-command-edfled flag and the sequenoe-control- 
In-progress flag of the presentation status flag "PRDC.STS" are set to ON (D05_16). A reel spinning start sound 1 
code "ST_STT1" is set h the register (D05_ie), and sound control processing (processing G01 to be described In 
detail later) Is effected (D05_17}. 

[0633] The bonus operation sound backup area 1 "SND^BAK" is checked (005^18). thereby determining vkrtiether 
or not the selected regular bonus operation sound Is being generated (D05_ig}. In a case where the thus-selected 
regular bonus operation sound Is currently being generated, the received-oommand-analysisHni>rogress flag of the 
presentation status flag "PRDC.STS" is cleared (D01_3), and processing returns to the main routine. 
[0634] The foregoing processing is pertomied for the following reasons: Namely, this sub-routine is executed every 
time a game is started during a regular bonus game (i^., every time the main control board 100 transmits the RG 
spinning start command). In a case where a regular bonus operation sound is currently being generated as a result of 
the previous game, if a regular bonus operation sound request is again issued to the sound-source IC 206 in the current 
game because the player Is currently playing a regular bonus game, the oinently-generated sound will be intenupted, 
and the same sound will be generated again from the beginning, thus breaking smooth, seamless presentation (the 
same also applies to processing for a game during a big bonus, vi^lch will be described later). 
[0635] If the selected regular bonus sound is not being generated now, the selected regular bonus operation sound 
code is set in the bonus-operation-sound backup area 1 "SND^BAie (D05^). The selected regular bonus operafton 
sound code is set in the register (D05.21). Sound control processing (i.e., processing G01 to be described later) is 
effected (D05_22), The recelved-oommand-enalysls-ln-progrBss flag of the presentation status flag "PRDC.STS' Is 
cleared (D0 1.3), and processing retums to the main routine. 
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<Pfoce88[ng for Starting a game during a Big Bonus: D06> 

[063q Rgs. 205 and 206 are flowcharts showing procedures pertaining to command prccessing for starting spinning 
of reels during a big bonus game (called "BB spinning start command processing"). 

[0637] As shown m Rgs. 205 and 206, BB spinning start comniand processing Is for enabling the image display 
section 13 to start presentation display conesponding to a big bonus game. 

[0638] In the BB spinning start command processing, the data stored In the register are analyzed (DOB^I). TTie reel- 
splnning-start command code "OFh" for a big bonus game is set In the first byte of the transml8sionKx>mmand-edition 
buffer TXBUFWIC {D0e_2). A big bonis stage is computed in accordance with descriptions of the register (D06_3), 
and big-bonus-stage data are set In bonus stage data "BNS.STGKr (D06_4), thereby determining whether or not the 
stage of the big bonus game is in stage "3"; that Is, whether or not the big bonus is In the final stage (D06_5). 
[063q if the big bonus game is in the final stage, a blg-bonus-operatlon-sound code 'SD_BBBGM3." which is to be 
effected In the final stage of the big bonus and Is shown In Rg. 68. is selected (D06.6). In contrast. If the big bonus 
game is not in the final stage, a detemrvnatlon Is made as to whether a symbol on the spinning reel Is "White 7" or "Red 
7" (D06«7). If the symbol is "White 7," a big-bonus-operation sound code "SO.BBBGIMI" to be effected to "White T 
Is selected (D06_8). If the symbol is "Red 7," a big-bonus-operetion sound code "SD_BBBGIW2" to be effected to "Red 
r Is selected (D06_9). 

[0640] Subsequently, the number of remaining big bonus games is set in the second byte of the transmiasiorv-com- 
mand-edition buffer TXBUFWIC (D06_10}. The number of remaining big bonus games "BBPCTf^ is updated 
(D06.11), and the transmission-command-edited flag and the sequence-contol-in-progrBSS flag of the pr^entation 
status flag "PRDC.STS" are set to ON (D06.12). A ree^splnnlng-slart sound 1 code "SD^STTI" shown In Rg. 58 Is 
set (D06_13), and sound control processing O-e., processing G01 to be described In detail later) is effected (D08_14). 
[0641] Subsequently, the number of rentaining big bonus numbers "BBPCTR" Is checked (D06_15), thereby deter- 
mining whether or not the number of remaining games Is "five" or less (D06_1 6). if the number of remaining games is 
•five" or less, a countdown sound code matching the number of remaining games, such as that shown In Fig. 60, Is 
set (006^17), and sound control processing (i.e., processing G01 to be described In detail later) Is eflbcted (D06_18). 
In contrast, If the number of remaining games is "6" or more, the fbregoing processing operations (D06_17 and D06 18) 
are skipped. 

[0642] If the number of remaining normal games provided during the big bonus game decreases, a countdown pres^ 
entation is performed in accordance with the state of the game, thereby enhancing the feeOng of impatience or expec- 
tation (e.g., the player thinks "The game wfii be ended with punctures ff I lose these three remaining games. I hope a 
combination of symbols for replay operation (i.e., a combination of symbols for effecting a JACKPOT game) shows up 
immediately I). Thus, the entertainment value of a game can be enhanced. 

[064?] The sound backup 1 "SND.BAK" Is checked (D06_19). thus determining whether or not the selects big 
bonus sound Is currently being generated (D06_20). If the selected bfg bonus sound is currently being generated, the 
received-command-analysiSHn-progrBss flag of the presentatton status flag "PRDC^STS" is cleared (D01«3), and 
processing returns to the main routine. 

[0644] In contrast. If the selected big bonus sound Is not currently being genereted; for example, In the case of a firet 
game appearing after a stage of the big bonus game has changed to another stage, the selected big bonus operation 
sound code is set In the bonus-operation-sound backup area "SND^BAK" (D06.21). The selected big bonus operatton 
sound code Is set in the register (D0e„22), and sound control processing (l.e., processing G01 to be described In detail 
later) is effected (D06_23). The received-command-enalysis-^n-progness flag of the presentation statos flag 
"PRDCSTS" is cleared (D01„3), and processing returns to the main routine. 

<Stop Reel Command Processing: EX}7> 

[0645] l^gs. 207 through 210 are flowcharts showing procedures for stop reel command processing. 
[0646] As shown in Figs. 207 through 210, stop reel command processing enables the image display section 13 to 
control presentation display and sound effects so as to correspond to the reels 5a to 5c that have come to a atop. 
[0647] in stop reel command processing, the data stored In the register are first analyzed (D07_1), thereby deter- 
mining whether or not the first reel hm stopped (D07.2). If the first reel has stopped, a first reel stop sound code 
"SD.STPI" shown In Rg. 59 is selected (CX)7_3). Next, a determination is made as to whether or not the second reel 
has stopped (D07.4). If the second reel has not yet stopped, a third reel stop sound code "SD^STPS" Is selected 
(D07_6). If the second reel h^ stopped, a second reel stop sound code ■SD_STP2" is selected (D07_6). If the fif«t 
reel has not yet stopped (NO is selected in D07_2), processing (D07_3 through 007^6) is skipped. 
[0646] Next, the reel stop counter "STOPCTR" Is updated (fri this case, the counter is brought to a standstfli) (D07_7), 
and the selected stop sound code Is set in the register (D07_8). Sound control processing (l.a, processing G01 to be 
described in detail later) is effected (D07_9). 
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[064Q] Subsequently, the game statue flag "GAMEST is checked (D07_10), thereby determining whether or not a 
bonus game is being played (D07_11). When the bonus game is being played, the nBceived-oommand-enalyBls-in- 
progress flsg of the presentation flag "PRDC„STS° is cleared (D01_3). and processing returns to the main routine. 
[0650] When the bonus game is not being played, a sign presentation type "PR^CLS" Is checked (D07_12), thus 
detemfuning whether or not the bonus detemilnation sign (i.6., a balloon U-ZHI) is being displayed (007.13). If the 
bonus determination sign is being displayed, the reoeived-command-enalysls-in-progress flag of the presentation fbg 
"PRDC.STS" is cleared (D01_3), and processing retums to the main routine. 

[0651] In contrast, if the bonus detemiination sign Is not being dfeplayed, the reel stop command "07h" for a normal 
reel screen is sdected as a transmisston command (D07_14). The presentation status flag "PRDC.STS" b checked 
while the U-ZHl presentation type ■RECH_CLS" is set In the register (D07_15 and D17.16). 
[0652] In aocordanoe with the result of checking, a detemilnation is made as to whether or not the intemally-notified- 
state reel SCTeen is currently being displayed (D07_17). If the reel screen is being displayed, the stop command "OBh" 
for an Internally-notified-state reel screen Is selected (D07_1B). Since the Intemal generaUon of a winning mode has 
already been intemaliy notrfied, there is no necessity for performing a U-ZHi presentation. Hence, memory contents 
of the register are cleared (without a U-ZHI presentation) (D07_ig). In contrast, if the intemally-notified-state reel 
screen is not being displayed, processing (D07_18 and D7.19) is skipped. 

[0653] As mentioned above, an anangement is made so as to prevent performance of a U'-ZHl presentation when 
the intemaliy-notilied-state reel screen is already displayed (i.e., when internal-generation of bonus winning has been 
detennined and displayed). Thie, there can be prevented occurrence of an unfavorable sensatton In the player, which 
would othenvise be caused by unnecessary presentation (for example, an unfavorable sensation of wondering why 
U^f presentation Is performed after some time has elapsed since generation of bonus winning was determined). 
[0654] On the basis of the result of processing, the selected reel screen type is set In the first byte of the transmission- 
command-edition buffer "TXBUFWJC"; and memory contents of the register (i.e., a L/-2H/ presentation type) are set In 
the second byte (D07_20). The slationarily-dispiayed symbol data 1 "STP_PiC1," the stationariiy-displayed symbol 
data 2 "STP_PIC2,'' and the sequence number for which the cunent stopping operation is to be perfomied (l e., the 
first stoppage, the second stoppage, or the third stoppage) are set In the third and fourth bytes (D07_21 and DOT J2). 
TTie reel stop counter "STOPCTR" is checked (Da7_23). 

[0655] in accordance with the result of checking, a determination is made as to whether or not the cument stopping 
operation is the first stoppage (D07_24). If the stopping operation is the first stoppage, it is too early to perform U-ZHI 
presentation even if a U-ZHJ presentation is to be performed. Henoe, the OFF state of ihsLf-ZHI presentation status 
flag of the presentation status flag "PRDC.STS" Is selected (D07_25). The aequence-conlrol-in-progress flag of the 
presentation status flag "PRDC.STS" Is set to ON. In accordance with the result of selection, the iJ-ZW-operalion-in- 
progness flag is set to OFF (i.e., nonpresentatlon is effected), and the trensmission-Gommand-edited flag Is set to ON 
(D07_39). The received-commandnanalyals-ln-progress flag Is set to OFF (In whtah a reoelved oommand is cleared} 
(D01_3). Processing returns to the main routine. 

[OOSq If the stopping operation is not the first stoppage, a determination Is made whether or not the stopping oper- 
ation Is the second stoppage (D07_26). if the stopping operation Is the second stoppage, the memory contents In the 
register (l.e-, the type of U-ZHf presentation, and, in this case, the result of a determination as to whether or not U- 
ZHI presentation is effected) are checked (D07_27). If U-ZHl presentation Is not effected, processing pertaining to 
step (D07_26) and subsequent steps Is perfonned. In contrast, IfU-ZHI presentation, processing n«rt to the next step 
{D07_28). TTie U-ZHI presentation type flag "RECH-CLS" is checked (D07_29), an address of the sequence control 
toble suited to the type is computed (D07_30). 

[0657] Next wfli be described the sequence control table. Fig. 51 is a Rst for the sequence oontrei table employed in 
the present embodiment On the basis of the command transmitted from the main control board 100 In accordance 
with the statuses of individual games, the sub-control board 200 perfomns vartous proc^ng operations. For example, 
since a token insertion signal has been transmitted from the main control board 100 this time, a token insertion sound 
code Is transmitted to the sound-source IC 206; or, since a command pertaining to the type of presentetion to be 
performed by the main CPU 101 has been transmitted from the main control board 100 this time, U-ZH! presentetion 
or sign pr^entation is selected, and sound effects corresponding to the thus^ected presentation is transmitted to 
the sound-source iC 206. Sound effects are roughly classified Into two types, in one type, presentation of sound effects 
Is completed, so long as any one sound output request control code of several sound output request control codes 
shown in Rgs. 58 through 60 is transmitted to the sound-source IC 206 (performance of. e.g., a token insertion sound 
or a reel spinning start sound, is completed within a comparatively short period of time). In another type, single sound 
effects are produced by means of transmitting a plurality of sound output request control codes to the sound-source 
IC 206 under a certain rule (e.g., presentation of single sound efVecte is perfomned over a comparatively long period 
of time, such as a LI-ZHi presentation sound and various presentation sounds which would be produced during a bo nus 
game). The sequence control table is provided for effecting presentetion of sound effects of tetter type. The sequence 
control table Is a date table to be used for selecting a sound output request code and determining the sequence of 
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presentation end the length of sound playback time (L/-ZH^pnesentation-related sequence control tables ar^ provided 
in the upper part of Rg. 51, and bonus-game-related sequence control tables are provided In the bwer part of the 
same). For example. Rg. 53 shows a sequence control table to be used when a powerball 3 U-ZHi game Is lost 
Specifically, when sequence control is commenced, processing operations are sequentially perfomrted; for example, 
data (mute) provided on the top row are output fbra period of 650 ms; super U-ZH/advancement sound (i.e., SD.SPRIN 
shown in Rg. 59; see the super U-ZHI advancement sound data table shown in Rg. 72 for mora detailed sound data) 
is generated for a period of 167 ms; powerball straining sound Is generated for a period of 1683 ms; and a powerball 
rising sound is generated for a period of time 933 ms. At a point in time when an end code (ENDSQ) has been attained, 
the sequence control for generating sound effects for losing of a powerball 3 L/-ZH/ game is completed (see Rgs. 54 
and 57 for specific examples of another sequence control table). 

[0656] Turning again to description of the flowchart, a leading address of the sequence control table selected In step 
(D07_30) set In the sequence-control-table-access pointer "PRSQPTR" and the sequenceKXjntrol-table-acoeBs 
pointer baclcup "SQPTRBiC (ID07_31). The sequenc&.timlng^djustment timer "PR^TIMER- (for managing the sound 
output time mentioned above) (D07_32) and the presentation status flag of the presentation status flag "PRDC.STS" 
are set to ON (i.e.. such that a U-ZH( prosentation is being eliiected) (D07_33). Further, the sequenoe-coniol-irv 
progress flag of the presentation status flag "PRDC.STS* Is set to ON, and the /J-ZHZ-piosentation-lrveflBct flag is set 
to ON (such that presentation is effected) (D07_39). The trar^mlssion-command-ediled flag Is also set to ON (D07_39), 
and the receh^ed-command^alysls-ln-progress flag is set to OFF fin which a received command is cleared) (D01_3). 
Processing returns to the main routine. 

[0659] When NO is selected in step D07.26 (i.e., the third stoppage), a displayed-symbol upgrade flag 
"RNKUP.FLG" Is checlced (D07_34), thmby determining whether or not a displayed-symboi upgrade prosentation is 
selected (D07_35). if the presentation is selected, a displayed-symbol upgrade detenninatfon sound (BB or RB) sound 
output code "SD.RKUP" shown In Rg. 60 Is set in the register (D07^36). Sound control processing (l.e., processing 
G01 to be described in detail later) is effected (D07^37), and the presentation status flag of the presentation status 
flag "PRDC.STS" is set to OFF (i.e.. such that U-ZHI piasentation is not effected) (D07_36). The sequence-oontrol- 
In-progress of the presentation status flag "PRDC^STS" is set to ON, and the ZJ^ZWi^presentation-in-effect Is set to off 
(such that presentation Is not effected) In accordance with the result of selection (D07„39). The received-comrr^nd- 
analysis-in-progress flag is set to OFF (cleared) P01_3). Processing returns to the main routine. 
[0660] As mentioned above, even if the player has been notified, over several consecutive games, of intemal gen- 
eration of winning without the type thereof (e.g., a game in which displayed symbols assume several bonufrw'nning 
combinations such as "Dor* and "Calce"), the combination which would lead to bonus winning If the player can success- 
ftiiiy stop the last reel at a required position is inevitably rrade clear If the type of bonus winning Is foicefuily notified 
on condition that the specified number of games have been played, thus facilitating stopping operation. 

<Winning (ali-reei-stop) Command Processing: D06> 

[0661] Rgs. 211 through 213 are flowcharts showing procedures for winning (ali-reel-stop) command processing. 
[0662] Figs. 211 through 213 show winning (all-reel-stop) command processing for controlling presentation display 
and generation of sound effects, which are to be performed by the Image display section 13, when aH reels have stopped. 
[0663] in winning (aO-reel^top) comnmnd processing, the data stored in the register are fiiat analyzed (D08_1). 
thereby determining whether or not bonus winning is generated (D08^). If bonus winning has been generated, bcmus 
winning processing (i.e., processing E02 to be described in detaD later) Is effected (D06_3), and processing ratums to 
the main routine. 

[0664] In contrast, if bonus winning has not been generated, the winning flag "WAVEBiT" is checlced (D08_4}. In 
accordance with details of generation types "WAVEBIT/' Inter-bonus-flag checic data "FPLY.CHIT are changed 
(008^5). 

[OBSSl A determination is made as to whether or not small-Jaclcpot winning dato are stored In the raglster (D08_6), 
as well as to whether or not winning data other than bonus winning dato are stored in the raglster (D08_7). If smali- 
jaclcpot winning data are not stored in the register and winning data other than bonus winning data are stored in the 
register, a dropped flag "DROP.FLG" is set (D08_8). In contrast, if smalHacicpot winning data are stored in the register 
(YES is selected In D0Q.6) or if no smalHackpot winning dato are stored In the ragister (NO is selected In D08_6) or 
no winning data other than bonus winning dato are stored In the register (NO is selected in D08_7), processing (D08_8) 
is skipped, l-osing of an intemally-generated bonus-related winning combination during a normal game Is not tolcen as 
a drop of winning. 

[066q The game statos flag "GAMESr is checked (D08_9), thereby determining whether or not a big bonus game 
is being played (D08.10). If e big bonus garrte is being played, there is performed processing pertoining to winning 
arising during play of a big bonus game (i.e., processing E03 to be described in later) (D08_ 11). The received-oommand- 
analysis-m-progress flag of the presentation status flag is cleared (D01,3). Processing then returns to the main routine. 
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[0667] If a big boniA game is not being played, the game status flag ''PROO.STS" is checked (D08.12), thereby 
determining whether or not a normal reel screen Is displayed (D08_13). 

[0668] if a normal reel screen Is displayed, the smaD-Jacicpot winning presentation command ^'OSh" for a nomial reel 
screen Is set In the first byte of the transmission-command-edition buffer TXBUFWK," and a smalHackpot winning 
presentation instruction Is set in the second byte of the same (D08_14). 

[0669] if a normal reel screen is not displayed, the smaH-jackpot winning preseniation command "OAh" for an Inter- 
naliy-notifled-state reel screen Is set In the first byte of the transmlsslon-command-editlon buffer TXBUFWK," and the 
small-jaclcpot winning presentation Instmction is set In the second byte of the same (D08_15). 
[0670] The stationariiy-dlspiayed symbol data 1 "STP_PIC1" are set In the third and fourth bytes of the tranamission- 
commandnedltlon buffer "TXBUFWiC (D08_16), and the displayed-symbol data 1 "DSP.PICI" are updated (D08_17). 
Further, the stalionarily-displayed synibol data 2 ■STP_PIC2" are set In the third and fourth bytes of the transmlsslon- 
command-editlon buffer TXBUFWIC (D08.16), and the displayed-symbol data 2 ''DSP_PIC2' are updated (D08_19). 
[0671] The presentation status flag "PRDC^STS" is checlced (D08_20), thereby detemninlng whether or not U-ZH! 
presentation Is effected (D08_21 ) and whether or not L/-ZH/ winning presentafion Is effected (D08_22). If both U-ZH! 
presentation and L/-ZH/ winning presentation are effected, the presentation status flag "PRDC.STS" is set to an in- 
temaily-notiflad-state reel screen (D08.23). 

[067?] If L/-2H/ presentation is not effected (NO Is selected in D08.21) or IfLi-ZH! presentation Is effected (YES is 
selected In D08_21) but Lf-2H/ winning presentation Is not effected (NO is selected in D08_22), processing (D08_23) 
is ^pped. 

[067^ The transmisslon-command-edlted flag of the presentation status flag "PRDC^STS" is set to ON (D08_24). 
The data stored In the register are checked (D08 J5). thereby determining whether or not winning is generated (D08 
26). if no winning is generated, the receh^-command^nalysis-ln-progress flag of the presentation status flag 
"PRDCSTS" is cleared (D01„3), and processing retums to the main routine. 

[0674] If winning is generated, the dropped flag "DROP.FLAG" is checked (008^27), thereby detennlning whether 
or not the winning has been dropped (D08_28) and whether or not the winning Is replay winning (I308_29). If the winning 
has been dropped, the recefved-command^nalysis^n-progr^s flag of the presentation status flag "PRDC.STS" Is 
cleared (D0 1.3), and processing retums to the main routine, 

[0675] In contrast, if the winning has not been dropped (NO is selected in D08_28) but is replay winning (YES is 
selected in D08_29). the replay game sound output code "^D^RPLY" is set in the register (D08_30). Sound control 
processing (i.e., processing G01 to be described in detail later) is effected (008^35), the reoeived^mmand^neiysis- 
In-progress flag of the presentation status flag "PRDC.STS" is deaiBd (DOU), and processing rBtums to the main 
routine. 

[067q Further, If the winning has not been dropped (NO is elected In D08_28) and is not replay winning (NO is 
selected In D08_29), another detennlnatlon is made as to whether or not the winning Is winning (effected with payout 
sound 2) involving payout of 15 gaming toicens shown in Fig. 56 (D08_31). 

[0677] If the winning is not winning Invohrlng payout of 15 gaming tokens, a token payout sound 1 code "SD.mYI" 
Is selected (D08_32). if the winning Involves payout ofl 6 gaming tokens, a token payout sound 2 "SD PA\^" is selected 
(D08_33). 

[0676] The selected payout sound code is set In the register and the sound backup area 2 *'SND_BAK+r (D08_34), 
and sound control processing (i.e., processing G01 to be described in detail later) is effected. The received-comn^nd- 
analysis^fn-progress flag of the presentation stetus flag "PRDC.STS" is cleared (D01„3), and processing returns to 
the main routine. 

<Jackpot Winning Command Processing: D09> 

[0679] Rgs. 214 and 215 are flowcharts showing procedures for jackpot winning command processing. 

[0680] As shown In Rgs. 214 and 215. Jackpot winning command processing Is for controlling display of presentation 

and sound effects, which are effected by the Image display section 13. 

[0681] In the jackpot winning command processing, the memory contents In the registBr are checked (D09_1), and 
the Jackpot winning comnoid "OEh" is set in the first byte of the transmlsslon-command-editlon buffer "TXBUFWIC 
(D09_2). The bonus-stage^ta "BNS.STGN" are checked, and a regular bonus stage number is set in the seoond 
byte of the transnBSslon-ocmmand-edltion buffer TXBUFWK' (D09_3). 

[0682] A detenninatlon Is made as to whether or not the stage of the regular bonus game Is stage "3"; that is, whether 
or not the regular bonus game Is in the final stage (D09.4). If the regular bonus game Is In the final stage, a sequence- 
control-table address for the final stage of a regular bonus game shown in Rg. 61 is selected (009.5), thereby deter- 
mining whether or not jackpot winning is in the final round (i.o., the eighth round) (I309„6). 
[0683] If jackpot winning Is In the final round, a sequencMontrol-table address for the final round of a Jackpot game 
(D09_7) is selected. If jackpot winning is not In the final round, step (D09.7) is skipped. 
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[0684] Next the number of available regular bonus games "JACGAMP is checked (D09.6), thereby determining 
whether or not the current game is the final regular bonus game [here, the regular bonus game means a jaclcpot game 
(which can be u^aliy played twelve times in one regular bonus round) and does not mean a final regular bonus stage 
In a regular bonus stage stored in the bonus stage "BNS.STGhn (D09_9). If the current game Is a final round of the 

^ regular bonus game, a sequence-control-table address for the final round of a regular bonus game Is selected according 
to the status of the current game; that is, whether or not eight Jackpot games provided in stage 3 of the regular bonus 
shown In Fig. 51 are ended wrfth eight wins, losing-ended with punctures, or winning-ended with punctures (D09_10). 
If the current game Is not a final round of the regular bonus game, step (D09.1 0} is skipped. If the cument game Is not 
In the final stage of the regular bonus game (NO Is selected in D09_4), steps (D09_5 through D09_10) are skipped. 

10 [OBSSl The number of jackpot wins Is set in the third byte of the IransmlsslorHsommand-editlon buffer TXBUFWK" 
(D09.11}, and the transmlssion-oommand-edited flag of the presentation status flag "PRDC.STS' is set to ON 
(D09.12). 

[0686] A determination Is made as to whether or not Jackpot winning has arisen (D09_13). If Jackpot winning has 
arisen, a sequence-control-table address for jackpot winning is selected (D09_14), and a Jad^ winning sound code 
IS *'SD.JACr shown In Rg. 56 is set in the register (009.15). Sound control processing (i.e., processing G01 to be de- 
scribed in detail later) is effected (009^16). If jackpot winning has not arisen (NO is selected in D09_13). steps (D09_14 
through D09_1 6) are skipped. 

[0687] The selected sequence-control-table address is set in the sequence-control-table-access pointer backup 
"SQPTRBIC and In the sequenoe-controi-table-access pointer "PRSQi^TR" {D09_17). The sequence-timing-adjust- 
20 ment timer "PR.TIMER" Is cleared (D09.18), and the sequence-oontroi-ln-progress flag of the presentation status flag 
TRDC.ST5" Is set to ON (009.19). The rec8lved-oommand-anaiy8is4n-progress flag of the presentation status flag 
"PRDC.STS" is cleared (D01.3), and processing returns to the main routine. 

<Payout Completion Command Process: D10> 

25 

[068q Rg. 216 is a flowchart showing prooedunea for payout oompletlon command processing. 

[0689] As shown In Rg. 21 6, payout completion command processing Is for controlling generation of sound effects, 

which would be generated when payout of gaming tokens has fc>een completed. 

[069m In payout completion command processing, a sound backup area 2 "SND.BAK+I" is cleared (D10_1), a 
^ token payout sound mute code "SD_OFF2" is set in the register (01 0.2), and sound control processing (i.e. , processing 
601 to be described in detail later) Is effected (010.3). 

[0691] A bonus sound backup area "BSND.BIC is checked (010^4), thereby detemiining whether or not a sound 
output request is a bonus sound (start sound) output request (D10_5). if a sound output request Is not a bonus sound 
output request that Is, if payout has not been effected for the winning established by bonus symbols, the received- 
55 command-analysis-in-progress flag of the presentation status flag "PROC.STS" is cleared (001.3), and prxxsssing 
netums to the main routine. 

[0692] If the sound output Is a bonus sound output request, a start sound code corresponding to the type of winning 
bonus (i.e., any one selected from the BB start sound 1 , BB start sound 2, and RB start sound shown in Fig. 58) is set 
(D10.6). and sound control processing (I.e., processing G01 to be described In detail later) is efloded (D10_7). 
40 [0693] A bonus operation sound code conresponding to the type of winning bonus (i.e., either the BB operation sound 
1 or RB operation sound 1 shown In Hg. 68) is set in the sound backup area 1 "SNO.BAK" (O10_8), and sound control 
processing (I.e., processing G01 to be desoibed in detail later) is effected (010_9). The start sound oode set in the 
bonus sound backup area "BSND_B)C is cleared (O10_10), and processing returns to the main loop. 

46 <Bonus^Gam6-Status Change Instruction Command Processing: D11> 

[0694] Rgs. 217 and 21 8 are flowcharts showing procedures for bonus-game-status change Instnidion command 
processing. 

[0695] As shown In Figs. 217 and 218, bonus-game-status change instruction command processing is for controlling 
so display of presentation and sound eifects, whtoh are effected by the im^e display section 13, according to the statuses 
of big bonus and regular bonus games. 

[0696] In bonus^ame-status change Instruction command processing, the data stored in the register are checked 
(011_1), and a bonus stage display command "OCh" is set In the first byte of the tnansmission-command-editlon buffer 
"TXBUFWie (011_2). 

ss [0697] A determination is made as to whether or not there is a big-bonus end code (011_3). If there is a big-bonus 
end code, the bonus stage data "BNS.STGN*' are cleared (011.4). In contrast. If there is not a big-bonus end code, 
step (011.4) is skipped. 

[069q In accordance with the memory contents in the register, an address corresponding to any one of the bonus 
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stage displays, which are assigned to nespective game statuses and are shown in Fg. 39, Is selected from the sequence 
control table (see Rg. 51) pi1_5). thereby checking the presentation status Hag "PRDC^STS" (D11_6). A bonus stage 
type is ^t in the second byte of the transmission-oommand-edltion buffer "TXBUFVWC (D11_7). The selected so- 
quenoe-contral-tablB address is set In the sequence-control-table-access pointer backup "SQPTf^K" and in the se- 
quence-control-table^ccess pointer "PRSQPTR" (D11_8). The sequence4lming-ad|uslFnent timer "PR.TIiWER" is 
cleared (D11_9). 

[069q The trensnusslon-comnmnd-edited flag of the presentation status flag "PRDC.STS" is set to ON (D11_10). 
and a bonus operation sound mute code "^D.OFFr is set (D11_11). Sound control processing (1^., processing G01 
to be d^crlbed in detail later) Is effected (D11.12). 

[0700] In accordance with the memory contents in the register, a sound code is selected (D11.13), and the thus- 
selected sound code is set in the sound backup area 2 "SND.BAK+I" (D11_14). 

[0701] A detemunation Is made as to whether or not a bonus operation sound is being generated (D11_15). If a 
bonus operation sound Is being generated, the selected sound code Is set in the register (D11_16), Sound control 
processing (I.e., processing G01 to be desCTibed In detail later) Is effected (011^17). The recelved-command-analysis- 
in-progress flag of the presentation status flag "PRDC.STS" is cleared (D01 J), and prooessir^ returns to the main 
routine. 

[070q If a bonus operation sound Is not being generated: that is, If the selected bonus type Is the end of a big bonus 
game or the end of a regular bonus game (NO Is selected in D11_15), the stationarily-dlsplayed symbol data 1 
"STP.PiCI the statlonarily-displayed symbol data 2 "STP_PIC2," the displayed-symbol data 1 "DSP_PIC1 and the 
displayed-symbol data 2 "DSP_PIC2" are inlUallzed, thereby setting Initial settings for displayed symbols (011^18). 
The receh^ed-comrwdnanalysis-in-progress flag of the presentation status flag "PRDC.STS" is cleared (E>01.3}7and 
processing returns to the main routine. 

< Operation Command Processing at the End of BB: D12> 

[070q Figs. 219 and 220 are flowcharts showing procedures fbr operatton conrunand processing to be efl'ected at 
the end of a big bonus (called "BB-end operation command processing'^. 

[0704] As shown In Rgs. 219 and 220, the BB-end operation command processing is for conlroDing generation of 
sound effects to be performed at the end of a big bonus game. 

[070q In the BB-end operetion command processing, the sound backup area "SND^BAK" is checked (D12_1), there- 
by determining whether ornot a payout sound has been generated; namely, whether or not a settlement operation is 
in prepress (012^2). Put another way, in a case where a settlement operation is currently perfonned In accordance 
with a settlement operation command issued previously from the main control board 100 and where the current com- 
mand is the play-out operation signal shown In Fig. 22, YES is selected. 

[0706] If settlement operation Is in progress, the sound backup area "SND.BAfC is cleared (D 12_3}, and the token 
payout sound mute code "SD_0FF2" Is set (D12_4). Sound control processing (i.e., prooessir^ G01 to be described 
In detail later) is effected (D12_5), and the memo^ contents In the register are checked (D12.6). In contrast, If no 
settlement operation is in progress, steps (D12_3 through D12_6) are skipped. 

[0707] On the basis of the memory contents in the register, a detennination is made as to whether or not a received 
instruction Is a settlement operation Instmction (D12_7). if there is a settlement operation Instmction, a token payout 
sound code 1 "SD.PAY1" Is set in the sound backup area 2 'SND.BAK^r and the register, and sound control process- 
ing (I.e., processing G01 to be descn*bed In detail later) is effected (D12_9). The received-command-enalysis-in- 
progress flag of the presentation status flag "PRDC.STS" is cleared (t)01_3), and processing retums to the main 
routine. 

[0708] In contrast, if there is not a settlement operation instmctton (NO Is selected In D12-7), a determination is 
made as to whether or not the reoehred instructkin is a play-out instructton (D12_10}. if the received instruction is a 
play-out Instruction, the presentation status flag "PRDC^STS" is checked (D12_11). thereby determining whether or 
not a sequence control operetion is In progress; that Is, whether or not big-bonus end pr^entation is cunentty being 
generated (D12.12). if big-bonus end presentation is cun-ently being generated, the recelved-command-analysis-in- 
progress flag of the presentation status flag "PRDC.STS" is cleared (D01_3), and processing retums to the main 
routine. 

[0709] If big-bonus end presentation is not currently being generated, the play-out sound code "SD^OVER" is set In 
the register and In the sound backup area 1 "SND^BAIC (D12_13), and sound control processing (i.e., processing 
G01 to be d^cribed In detail later) is effected (D12_14). The received-comnwnd-analysls-in-progressflag of the pres- 
entation status flag "PRDC.STS" is cleared (D01_3), and processing retums to the nrain routine. 
[071<q If the recehfed instruction is not a play-out instruction (NO is selected in D12_10), the sound backup area 1 
"SND^BAIC is checked (012.15), thereby determining whether or not a play-out sound is currentfy being generated 
(D12.16). if a play-out sound is not cun-ently being generated, the received-command^natysis-in-progress flag of the 
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presentation status flag "PROC.STS" Is cleared (D01.3), and processing returns to the main routine. 

[0711] In contrast, If a play-out sound Is currently generated, the sound backup area 1 "^ND.BAK" Is cleared 

(D12_17).andthe80und mute code '^D_0FF1"is set In the reglster(D12_18).Sound control pioo^ 

Ing G01 to be described In detail later) is effected (D12_19). The recelved-command-analysls-in-progress flag of the 

presentation status flag "PRDC.STS" is cleared (DOI^S), and processing returns to the n»ln routine. 

<Error Presentation Command Processing: D13> 

[0712] Rgs. 221 and 222 are flowcharts showing procedures for error presentation command processing. 
[0719] As shown in Figs. 221 and 222, em>r command processing Is for controlling display of piBsentatlon and 
generation of sound effects, which are performed by the image di^ay section 13 in the event of occurrence of enore. 
[0714] intheenorcornmand processing, thedata5toredintheregisterarefir^checlced(D13_1), thereby 
%vhether or not enor recovery has been performed (013.2). 

[071 5] If error recovery has not been perfonned; that is, if errors still remain, an enta- screen display command "12h" 
is set In the first byte of the buffer "TXERRWIC specialized for an enor screen display command (D 1 3.3). I n accordance 
with the memory contents In the register, the type of error is set in the second byte of the error-screen-dlsplay-command- 
dedlcated buffer "TXERRWK" (D13.4). An enor sound code "SD.EER" Is set in the register and the sound baclojp 
area 1 "SND.BAIC (D13_5). TTiepnBsentation-sequence-timing-adjustment timer"PK-TiMER"iS8etin a presentation- 
sequence-control-lable-access pointer baclcup "PRSQTBK" (D13.6). [In other words, in the event that enora have 
arisen during the course of sequence control processing, information about the length of time in which (or extent to 
which) the sequence control of the currentty-prooessed sequence control table has been proces^d is saved. After 
error recovery, the sequence control processing for the remaining period of time is resumed.] The presentation-ae- 
quenoe-tlming-a(?ustment timer "PR^Tll^ER" is cleared (D13_7), thereby enabling intemjpts (D13_8). 
[0716] The transmlssion-command-edlted flag of the presentation status flag "PRDC.STS" is set (D 13^13), and 
sound control processing (i.e.. processing G01 to be desaibed in detail later) is effected (D13.14). The received- 
command^analysis^n-progreaa flag of the presentation status flag "PRDC.STS" Is cleared (D01.3), and processing 
returns to the main routine. 

[0717] If enor recovery has been perfonned (YES Is selected In D13_2}, the sound backup area 1 "SND.BAiC is 
cleaned (D13_9). An error-status flag of the game status flag "GAMEST" is cleared (D13_10), and an enor sound mute 
code *'SD.EROFP is set in the regiater (013.11). The presentation-sequenoe-control-table-eccess pointer backup 
"PRSQTBK" Is set In the presentatlon-eequence-timingHadjuatment timer ■PR.TIMER," thereby resetting the timer 
"PR^TIMER" (D13.12). 

[0718] The transmission^mmand-edlted flag of the presentation status flag "PRDC^STS" is sat (D13.13), and 
sound control processing (I.e., processing G01 to be described In detail later) is effected (D13_14). The recelved- 
command-analysls-in-progresa flag of the presentation status flag "PRDC.STS" Is cleared (D01.3), and processing 
returns to the m^n routine. 

<Presentation-TypB Command Processing of the Main CPU: D14> 

[0719] Rgs. 223 through 225 are flowcharts showing procedures for presentation-type command processing of the 
main CPU 101. 

[0720] As shown in Rgs. 223 through 225, presentation-type command processing of the main CPU 101 is for con- 
trolling display of presentation and generation of sound effiects, which are perfonned by the image display section 13, 
in aocordance with the statue of a game. In more detail, LI^Hf presentation, sign presentation, and sound effects are 
effected on the basis of the presentation type detennined by the main CPU 101 , the presentation status, winning type, 
and gaming status of a sub-CPU 201 » and a random number for selecting a presentation. 

[0721] In the presentation-type command processing of the main CPU 101 , a presentation-being-selected flag "PR- 
SEl^LG" is checked (D14.1), thereby determining whether or not the presentatlon-being-eelected flag is set to OFF; 
that is, whether or not a normal ganw start command has yet to be received (In other words, whether or not processing 
pertaining to step D04.5 has been performed in the normal game start command processing shown in Rg. 202) 
(D14_2). If a normal game start command has not yet been received, the reoeived-command-analysis-ln-progress flag 
of the presentation status flag "PRDC.STS" is cleared (D01_3). end processing returns to the main routine. 
[0722] In contrast, if the nonnal game start command has been received, the presentatbn status flag "PRDC.STS" 
is checked (D14.3), thereby determining whether or not sequence control is in progress or whether or not LhZHI or 
big bonus ending presentation is currently being performed (D14.4). 

[072^ If U-ZHi or big bonus ending presentation is currently being performed, a /LAZH^resentation-in-effect flag 
and a sequenc»-ocntrol-ln-progrBSS of the presentation status flag "PRDC.STS" are cleared (D14.5). Li-ZH! presen- 
tation sound mute cod^ "SD.0FF3" and "SD_0FF4" and the big4x)nu8 ending sound mute code "SD.OFFI" are set 
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in the register {DHJ), and sound controi processing (].e., processing G01 to be described in detail later) is effected 
(D14_7). Conversely, in a case where the sub-controi board 200 Is perfonning a control sequence, a nonnal game 
start conmiand is transmitted from the main control board 100 only when LI-ZHI presentation is being performed or 
big bonus ending presentation Is being performed. TTie foregoing processing is set for the following reasons: In a case 
where the main control board 100 manages time, there may sometimes arise a game where the presentation operation 
being performed by the sub-control board 200 does not end (e.g.. lengthy U-ZHI presentation continues for about 15 
seconds) although start of the next game Is permitted (e.g., a wait time of 4.1 seconds has elapsed). Many players 
desire immediate start of the next game, in such a case, presentation proc^slng Is forcefully tenninated even when 
the cunent presentation has not yet ended (l.e., sequence control is in progress), thus enabDng starting of tiie next 
game. 

[0724] Iff U-ZHI or Wg bonus ending presentation is not being performed, steps (D14_5 through D14_7) are slopped. 
[0725] Subsequentiy, presentation selection processing (I.e.. processing El to be descried in detail) is performed 
(D14_8), tiius cheddng the reel screen type of the presentation status flag "PRDC^STS" (D14.9) and determining 
whether or not a normal reel screen is being displayed (D14.10). 

[0726] If a normal reel screen is not displayed, a spinning start oommand °05h" on an Intemaily-nolified-state reel 
screen Is set In the first byte of the transmlssion-oommand-edition buffer "TXBUFWK" (D14_11). In contrast, If a normal 
reel screen Is being displayed, a spinning start command "04h" on a noniml reel screen Is set in the firet byte of the 
transmlsslon-command-edltlon bufHer TXBUFWIC (D14_12). 

[0727] The sign presentation type "PRe-CLS" Is checked, and sign presentation Is set In second byte of the trans- 
mlsslon-command-edltlon buffer TXBUFWK" (D14_13). The dispiayed-symbol data 1 "DSP.PiCr and the displayed- 
symbol data 2 "DSP_PIC2" are set in the third and fourth bytes of the transmlssion-oommand^tion buffer "TXBUFWK" 
(014^14). 

[0728] A determination Is made as to whether or not a sign presentation greater than or equal to a Yah-Hoo sign 
presentation code is Instructed (D14_15). If a sign presentation Q.e.. a Yah-Hoo sign or (BB or RB) bonus detemiination 
presentation] greater than or equal to a Yah-Hoo sign presentation code is not instructed, the game start sound code 
(start sound 1 or 2) shown In Rg. 58 Is set (D14.27). Sound control processing (i.e., processing G01 to be described 
In detail later) is effected (D14_28), and ttie presentatlon-being-seleded flag "PRSELFLG" Is cleared (D14_29). TTie 
received-command-analysls-ln-progress flag of the pr^entation status flag "PRDC.STS" is cleared (CX)1_3), and 
processing returns to the main routine. 

[072q If sign presentotion greater than or equal to a Yah-Hoo sign presentation code (having a high probability of 
bonus winning) Is Instructed, a detemnlnatlon Is made as to whether or not the instmcted presentation Is a bonus 
deterrrtnation presentation (baDoon LhZHf) {D14_16). If ttie Instmcted presentation is not a bonus determination pres- 
entation, a sign sound code "SD_PRE" (start sound 3) shown in Rg. 60 is set in the register (D14_25), and sound 
control processing (i.e., processing G01 to be described in detail later) is effected (D14_26). The presentation-belng- 
seiected flag "PRSELFLG" Is cleared (D14_29). The recelvedKXjmmand^naiysis-in-progress flag of the presentation 
status flag "PRDC.STS" Is cleared (D01_3), and prooes^ng retums to the main routine. 

[0730] In contrast, if the instructed presentation Is a bonus detenninaflon presentation, a LI-ZH! presentation flag of 
the presentation status flag TRDC_STS" is set to ON; the sequenoe-controWn-prognBss flag of the same is set to ON; 
and a reel-screen type flag of the same Is also set to ON (D14_17). The winning flag "WAVEBIT" is checked (D14_18), 
thereby detemnlning whether or not regular bonus winning has arisen (014.19). 

[0731] If regular bonus winning has not arisenp an address in a BB-detenn!natlon-bailoon-LA2HJ^^uence coriM 
table is set in the sequenoe-control-table-eocess pointer "PRSQPTR" and the sequence-oontrol-table-access pointer 
bacicup "SQPTRBIC" (D14.20). A sign presentation code to be transmitted is taken as big-bonus (^termination and 
reset in the second byte of the transmission-command-edition buffer TXBUFWK" (D14.21). 
[0732] If regular bonus winning has arisen, the address in a BB-detemnination-balloon-U-ZH^sequence control table 
is set in the sequence-con[troi4abie4ccess pointer "PRSQPTR" and the sequence-control-tabie-acoess pointer backup 
"SQPTRBiC (D14_22). The sign presentation code to be transmitted is taken as regular bonus determlnatton and reset 
in the second byte of the transmlssion-command^ition buffer TXBUFWK" (D14_23). 

[0733] The presentation^equence-tlming-adjustment timer "PR^TiMER" Is cleared (D14_24), and the presentatton- 
belng-eelected flag "PRSELFLG" is cleared (014^29). TTie received-oommand-analysls-ln-progress flag of the pres- 
entation status flag "PRDC.STS" is cleared (D01.3). and processing retums to the main routine. 

<Sound Single Command Processing: D16_ 

[0734] Fig. 226 is a flowchart showing processing for sound single command processing. 
[0735] As shown in Rg. 226, sound single command processing corresponds to sound output control processing tor 
sound outputs, in which a real sound type (on the level of the sound output request control codes shown In Figs. 58 
through 60 in the present embodimenO is determined by means of the selection processing in the main control board 
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100, without involvement of presentation selection processing perfonned by the sut^control board 200. Further, sound 
single command processing is for bac^ng up sound data requiring backup. 

[0736] In sound single command processing, the data stored in the register are first checked (D15_1), thereby de- 
termining wtiether or not payout sound is specified p15_2). If a payout sound has been specified, a payout sound 
code is set In the sound backup area2 "SND.BAK+I" (D15.3). If a payout sound has not been specified, step (D15.3) 
Is skipped. 

[0737] A60undcodeissetinthereg!ster(D15_4),andsoundcontrol processing (1^., processing G01 to be described 
in detail later) is effected (D15.5}. The received-command-anaiysls^ln-progress flag of the presentation status flag 
"PRDCSTS" Is cleared (D01.3), and processing returns to the main routine. 

<Presentation Selection Processing During Normal Game and Intemadty-Generated Bonus Game: E01 > 

[0738] Rgs. 227 through 230 are flowcharts showing procedures for presentation selection processing to be effected 
during a normal game and an intemally-generated bonus game. 

[0739] As shown In Rgs. 227 throu^ 230. this processing is for oontroliing presentation display performed by the 
image display section 13 during a normal game and an intemally-generated bonus game, In accordance with the status 
of the game. 

[0740] In this processing, the Inter-bonus-flag check data "FPLY.CHK" (E01_1) are checked, and the dlsplayed- 
symboi upgrade flag "RNKUR.FLG" is checked (E01_2). 

[0741] The presenlation status flag "PRDC.STS" Is checked (E01_3), thereby detemilning whether or not presen- 
tation Is currently being provided on the Intemally-notifled-state reel screen (E01.4). if presentation Is currently being 
provided on the intemally-notifled-state reel screen, the counter "WPLY.CNT" for counting the number of games after 
Illumination of the Wl N lamps is checked (E01_5), thereby detennlning whether or not the displayed-symbol data have 
already been changed (E01.6) and whether or not less then 10 games remdn after winning presentation has been 
performed (E01_7). 

[0742] Here, the expression "^whether the displayed-symbol data have already been changed" signifies whether or 
not a displayed-synrtbol upgrade flag has been set in a pasX game and whether the bonus type oflhe displayed syrrttsols 
has been detemnined and displayed. 

[074^ if the displayed-symbol data have not been changed and ten or more games still remain after winning pres- 
entation has been perfonned, the winning flag "WAVEBIT is checked (E01_8), thereby determining whether or not a 
big bonus has been generated (E01.9). If a big bonus has been generated, "7," which is a symbol to be displayed on 
the left wheel when a big bonus game is generated, Is set in the slatlonarily-dlsplayed symbol data 1 ■STP_PIC1." 
Further, T/' which Is a symbol to be displayed on the right and center reels when a big bonus game is generated, is 
set In the statlonariiy-dispiayed symbol data 2 °STP„PIC2" (E01_10>. An upgrade flag "RKUP.BBDT' for ranking 
displayed symbols aa BB-determlnatlon displayed symbols is selected (E01_11). 

[0744] The selected upgrade flag is set In the displayed-symbol upgrade flag "RNKUP.FLG" (E01_14). Further, a 
table "BNFGPLAY" for selecting a winning sign during Internal generation of a bonus shown In Rg. 97 Is selected 
(E01_15). The bonus generation bit of the winning flag "WAVEBIT' Is masked (i.e.. smail-jackpot presentation Is pri- 
oritized) and set in the register (E01_16). 

[074q Subsequently, a determination Is made as to whether or not smalHackpot winning is generated (E01_1 7). If 
no smalHackpot winning Is generated, a winning flag Is rechecked and set In the register (E01_ie). Winning sign 
presentation type selection processing (i.e., processing F05 to be described In detaO later) is effected (E01_19). and 
processing returns to the main routine, in contrast, if smail-jackpot winning is generated, step (E01_18) is skipped. 
[0746] if the displayed symbol data have already been changed (YES is selected in E01.6) arid If less than ten 
games remain after winning presentation has been peribrmed (YES is selected In E01_7), the table "BNFGPLAY" la 
selected {E01_15). The bonus generation bit of the winning flag "WAVEBIT" Is masked (i.e., smalHackpot presentation 
is prioritized) and set In the register (E01_1 6). 

[0747] Subsequently, a detemiination is made as to whether or not smalHackpot winning Is generated (E01_1 7). If 
no smalHackpot winning Is generated, a winning flag is rechecked and set In the register (E01_1 8). TTie winning sign 
presentation type selection proces^g (I.e., processing F05 to be described In detaO later) is effected (E01^19). and 
processing returns to the main routine, in oontrast, if smaO-Jackpot winning is generated, step (E01_16) is skipped. 
[0748] If not big bonus has been generated (NO is selected in E01_9), "BAR," which Is a symbol to be displayed on 
the lefl reel when a regular bonus Is generated, Is set In the statlonariiy-dispiayed symbol data 1 "STP-PIC1", and then 
"BAR," which Is a symbol to be displayed on the right and center reels when a regular bonus Is generated, Is set In the 
statlonariiy-dispiayed symbol data 2 "STP.PIM" (E01,12). The upgrade flag "RKUP^BBDr for ranking displayed 
symbols as BB-detennination displayed symbols is elected (E01.1 3). The selected upgrade flag is set In the displayed- 
symbol upgrade flag "RNKUP.FLG" (E01_14). Further, stable "SNFCPI-AY" for selecting a winning sign during Internal 
generation of a bonus shown In Fig. 97 Is selected (E01.15). The bonus generation bit of the winning flag "WAVEBIT" 
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is masked 0.e.. smalHackpot presentation is prioriti^} and set In the register (E01_16). 

[074q Subsequently, a determination is made as to whether or not smaH-jackpot winning is generated (E01_1 7). If 
no smalHackpot winning is generated, a winning flag is rechecked and set in the register (E01_1 8). The winning sign 
presentation type selection processing (i.e., processing F05 to be described in detaD later) Is effected (E01_19), and 
processing returns to the main routine. In contrast, rf smaD^ackpot winning is generated, step (E01_18) Is skipped. 
IQlSai If no presentation is performed on the Intemally-notffied-stale reel screen (NO is selected lnioi_4), the game 
status flag "GAMEST is checked (E01_20). thereby determining whether or not Internal generation of e winning mode 
is cun-ently notified; that is, whether or not the WIN lamps are Illuminated (E01_21). 

[0751] If the WIN lamps are not fliuminated, the Inter-bonus-flag check data "FPLY.CHK" (EOI^) are chected, 
thus detennining whether or not a bonus game Is Internally generated (E01_23). If no bonus game Is Internally gen- 
eiHted. a table GNRLRECH for seleding U-ZHf during a nomiai game shown in Rgs. 77 through 88 is selected 
(E01_24). If a bonus game Is Internally generated, a table "BN FGRECH" for selecting U-ZHl during intsmal generation 
of a bonus game shown In Figs. 82 through 86 Is selected (E01_26). if the WIN lamps are iflumlnated (YES Is selected 
in E01.21 ), a table "WLONRECH" for selecting U-ZH! during illumination of the WIN lamps shown in Rgs. 87 through 
90 is selected (E01_25). 

[0782] U-ZHi presentation type selection processing (I.e., pnx»ssing F06 to be described in detail later) Is effeded 
(E01_27). U-ZHI presentation type "RECH_CLS" is checked (E01_28}, thereby detemiinlng whether or not U-ZHI 
presentation is perfomrted (E01_29). If presentation Is effected, symbols to be d^played have already been 
selected by means of selection of U-ZHl presentation, and processing returns to the main routine. 
[075?] If U-ZHf presentatton is not effected, a table "GNRI-PLAY" for selecting a winning ^gn during a normal game 
Is sefected (E01_30). The Inter-bonus-flag check data "FPLY.CHIC (E01_31) are checked, thus detemiinlng whether 
or not a bonus game is internally generated (E01_32). 

[0754] if a bonus game is intemaily generated, the bonus generation bit of the winning flag "WAVEBIT is masked 
(I.e.. smaD^ackpot preBentalion is prioritized) and set In the register (E01^33). A determination Is made as to whether 
or not small-jackpot winning Is generated (E01_34). If no smali-jackpot winning Is generated, the winning flag is re- 
checked and set In the register (E01_35). in contrast, if small-jackpot winning Is generated, step (E01.35) is skipped. 
[07651 A table "BNFGPUVT for selecting a winning sign during internal generation of a big bonus is selected 
(E01_36). Winning sign presentation type selection processing (i.e., processing R)5 to be described in detail later) Is 
effected (E01_37), and processing returns to the main routine. 

[0755] If a bonus game Is not internally generated (NO is selected in E01_32), steps (E01^33 through E01,36) are 
skipped. The winning sign prssentation type selection processing (i-e., processing R)5 to be described In deteD later) 
Is effected (E01_37), and prooessing returns to the mabn routine. 

<Bonus Winning Prooessing: E02> 

[0757] Figs. 231 and 232 are flowcharts showing procedure for bonus winning processing. 
[0758] As shown in Rgs. 231 and 232, bonus winning processing Is for controlling presentation display and sound 
effects, which are effected by the image display section 13, in accordance with the stetus off a game at the time of 
generation of a bonus. 

[0759] In bonus winning processing, a winning bonus type is determined by means of analysis of the data stored In 
the register (E02_1). A bonus winning presentation command "OBh" is set fri the first tiyte of the transmlssion-comnrand- 
edition buffer "TXBUFWIC (E02_2). A winning bonus type is set in the second byte of the transmission-command- 
edition buffer "TXBUFWiC" (E02_3). The transmission-command-edited flag of the presentation stetus flag 
"PRDC.STS- is set to ON, and the reel screen type flag of the same is set to OFF, thus indicting that a nonrai screen 
Is displayed (E02.4). 

[0750] The presentation status flag TRDC_STS" Is checked {E02L5). thereby detennining whether or not IJZH! 
presentation is effected (E02_6). if U-ZH! presentation is effected, the U-ZHI presentetion flag and the sequenoe- 
control-ln-progress flag of the pr^ntation stetus flag •PRDC.STS" are set to OFF (E02_7). The Lf-ZHI presentation 
sound mute codes ■SD_0FF3- and "SD^OFFA" are set in the register (E02_8), and sound oontroi processing O-e., 
prooessing G01 to be described in detell later) is effected (E0?_9). If /J-^H/ presentation is not effected (NO Is selected 
in E02_6). steps (E02_7 through E02_9) are skipped. This prooessing means that, when big bonus winning, for ex- 
ample, is generated as a result of a player having perfonned stopping operation while U-ZHl presentation is effected 
by the sub-conlrol board 200, the L/-ZH/ presentation is tenninated, thereby effecting winning presentetion. 
[0761] By means of such a configuration, the player does not experience an untevor^te sensation, which would 
ottienvlse be induced when presentetion Is continued even though winning has already been generated (i.e., Jackpot 
winning or bsing has been determined). 

[0702] A token payout sound code 2 "SD_PAY2« is set in the register and the sound backup area 2 "SND.BAK*r 
(E02_10), and sound control processing (i.e., processing 001 to be descnbed In detail later) is effected (E02_11). 
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[Q7$Sl A determination is made as to whether or not reguier bonus winning has been generated (E02_12). If regutar 
bonus wfrining has been generated, a regular bonus start sound oode "SD^RBHIT" and a regular bonus operation 
sound 1 code "SD.RBBGMI" are set (E02_13). The type of bonus stage is set as RBW (E02_14). 
[0764] The selected bonus stage type Is set in a bonus stage area "BNS^STGN" (EOZ-19), and the selected sound 
code is set in the register and a bonus sound badcup area "BSND.BiC (E02.20). The inter-bonus-fiag check data 
"FPLY.CHIC are deared (E01.21). end processing returns to the mah routine. 

[0765] If the winning is not regular bonus winning (NO is selected in E02_12), a determination is made as to whether 
or not big bonus winning has been made by "White r or "Red 7" (E02„15). 

[076e] if big bonus winning has been made by 'Red 7," a big bonus start sound 2 code "SD_BBHiT2" and a big 
bonus operation sound 2 code "SD_BBBGiVir are set (E02_16). 

10767] If big bonus winning has been made by "White 7." a big bonus start sound 1 code "SD.BBHITI" and a t4g 
bonus operation sound 1 code "SDJBBGMr are set (E02„17). 

[0768] Subsequently, the type of bonus stage Is set to BB stage 1 start"02"(E0?_1B), and the selected bonus stage 
type is set in the bonus stage area "BNS_STSGIsr (E02«19). The selected sound code is set In the register and the 
bonus sound bacloip area 1 "BSND_BIC (E02„20). The inter-bonus-flag checic data "FPLY.GHK" are cleared 
(E01.21), and processing returns to the main routine. 

< Winning Processing to be Effected during a Big Bonus Game: E03> 

[076q Figs. 233 through 236 are ftowcharts showing procedures tor winning processing to be effected during a big 
bonus game. 

[0770] As shown In Rgs. 233 through 236, this processing is for controiling presentation display and sound effectSp 
which are effected by the Image display section 13, In accordance with the status of a game at the time of big bonus 
winning. 

[0771] in this processing, the type of small-jackpot winning is determined by means of analysis of the data stored in 
the register (E03_1)p thereby defennnlning whether or not the smali-Jackpot winning is regular bonus winning (E03_2). 
[0772] If the smali^aclcpot winning Is not the regular bonus winning generated during a big bonus game, a detemil- 
natlon Is made as to whether or not a mismatch exists between the type of generated winning and the type of winning; 
that Is. whether or not the data stored in the second byte of a winning type command, shown In Fig. 18 and transmitted 
from the main control board 100, represent 0 (losing) in spite of the fact that there has been transmitted a game start 
command for a normal game, shown In Rg. 14, in which data stored In the second byte of the command represent 
internal generation of winning (E03_3). if a mismatch exists between the type of generated winning and the type of 
winning, the dropped Rag "DROP.FLG" is set to ON (E03_4). In contrast. If no mismatch exists (I.e., if a match exists) 
between the type of generated winning and the type of winning, step (E03_4) is sidpped. 
[0773] A command code ••DSP_BNHIT(10h)" pertaining to smaH-jadcpot winning generated in a regular bonus game 
during a big bonus game is set In the first byte of the transmlssion-command-ediflon buffer "TXBUFWK" (E03_21). 
The bonus stage area "BNS.STGN" Is chedced, and a big-bonus stage number Is set in the third byte of the transmis- 
sion-command-edition buffer 'TXBUFWK" (E03_22). The number of remaining big bonus games "BBPCTR" ischeclced 
and is set In the third byte of the trensmission-command-edition buffer "TXBUFWK" (E03.23). The memory contents 
in the register O-e.. the type of smail'jacicpot winning) are checked, and the type of small-Jacl^ot winning Is set in the 
fourth byte of the transmission-command-edilion buffer "TXBUFWK" (E03_24). The transmission-command-edited flag 
of the presentation status flag "PRDC^STS" is set to ON {E03_25). 

[0774] A detemiination is made as to whether or not winning is generated (E03_26) and, if winning has been gen- 
erated, whether or not the winning has been dropped (EOS J7). If no winning is generated or winning has been dropped, 
processing returns to the main routine. 

[0775] If winning is generated and no winning has been dropped, a determination is further made as to whether or 
not the winning Involves payout sound 2 or whether or not the winning involves payout of 15 gaming tokens {E03_28). 
if the winning does not involve payout of 15 gaming tokens, the payout sound 1 oode "SD_PAY1" shown in Rg. 58 is 
selected (E03_29). In contrast, If the winning involves payout of fifteen gavrdng totens, the payout sound 2 oode 
"SD_PAY2" is selected (E03^30}. 

[0776] The thus-sefecfed payout sound Is set in the register and the sound backup area 2 "SND_BAK+1" (E03.31), 
and Bound control processing (i.e., processing G01 to be described in detail later) is effected (E03_32). A token get 
sound code "SD.CG Er shown in Rg. 60 is set in the register (E03_33), and sound control processing (l.e., processing 
601 to be described in detail later) Is effected (E03_34). Processing returns to the main routine. 
[0777] When regular bonus %vinnlng has arisen In the big bonus game (YES Is selected in E03_2)p a presentation 
code '11 h" pertaining to regular bonus winning arising during a big bonus game Is set in the first byte of the transmission- 
command-edition buffer "TXBUFWK" (E03_5). The bonus stege area "BNS^STGN" is checked, and a regular-bonus 
stage number Is set In the second byte of the transmission-command-edition buffer "TXBUFWK" (E03.B). The trans- 
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mission-command-edited flag of the presentation atatus flag "PRDC.STS" is set to ON (E03_7). 
[0778] Aragufer-bonus start sound code "SD^JACINI" shown in Rg. 58 is stored in the register and the bonus sound 
backup araa 'BSND.BK" (E03.8). Sound control processing (I.e., processing G01 to be described in detail later) Is 
effected (E03.9). 

[0779] The token payout sound 1 code "SD_PAY1 " Is set in the sound backup area 2 'SND.BAK+I" (E03_10), and 
sound control processing (i.e., processing G01 to be described In detail later) is effected (E03_11). The bonus stage 
area "BNS.STGKT is checked (E03.12), thereby detemiining whether or not the regular bonis game Is in stage 3; 
that Is, whether or not the regular bonus game is In the final stage (E03_13). 

[0780] If the regular bonus game Is In the final stage, the number of renwining big bonus games "BBPCTR" Is checked 
(E03.14), theraliy determining whether or not restoration from puncture has been effected; that is, whether or not 
regular bonus winning has been achieved fri the final big bonus game (E03.15). 

[07S1] if regular bonus winning has been achieved in the final big bonus game» a rastoration-from-pundures (faiures) 
sound code "SR.PRET' ^own In Rg. 60 Is set (E03_16), and sound control processing (I.e., processing 601 to be 
described In detail later) is effected (E03_17). In contrast, If regular bonus winning has not been achieved In the final 
big bonus game, steps (E03_16 and E03.17) are skipped. 

[0782] Aregular bonus operation sound 2 code "SP.RBBQM2*' shown in Fig. 58 is selected (E03.18), and the thus- 
selected regular bonus operatton sound code is set In the bonus sound backup area "BSND.BK" (E03„19). Prxx^ssfrig 
retums to the main routine. 

[0783] If the current stage Is not the final stage of the regular bonus (NO is selected In E03_13), a regular bonus 
operation sound 1 code '^D.IWBGMr Is elected {E03.20). The thus-selected regular-bonus operation sound code 
Is set In the bonus sound backup area "BSND.BK" (E03_19). Processing retums to the main routine. 
[0784] As mentioned above, In a case where regular bonus winning has arisen In the final normal game during the 
big bonus, special sound presentation is effected. Accordingly, clearing of aO normal games during the big bonus can 
be announced not only to the player but also to other players around him, thereby increasing the entertainment value 
of a game. 

<Presentatk)n Status f^et Processing: F01> 

[0785] Fig. 237 is a flowchart showing procedures for presentation status reset processing. 

[0786] As shown in Rg. 237, status reset processing is for initializing presentation display and generetion of sound 

effecls, which are to be peribrmed by the Image display seclbn 13. 

[0787] In presentation status reset processing, a sound initialization code "SDRESET" shown in Rg. 58 Is set in the 
register (F01_1 ), and sound control processing (i.e., processing G01 to be described in detail later) is effected (F01_2). 
A liquid-crystal display erasure (Initiailzalion) command "01 h" is set In the transmission-oommand-edltion buffer 
'TXBUFWie (F01«3). The transmission-command-edited flag of the presentation status flag "PRDC_STS" is set to 
ON (F01_4). Processing retums to the main routine. 

<Sound Restoration Processing: F02> 

[0788] Rg. 236 Is a flowchart showing prooedunss for sound restoration processing. 

[0789] As shown In Fig. 238, sound restoration proc^slng is for reconstmcting backup sound data. 

[079<q In sound restoralion processing, the sound backup area 1 "SND^BAIC in whidi are stored sound data to be 

played back on CHI of the sound-source iC 206 Is checked (F02_1), thereby detemiining whether or not backup data 

are stored In the backup area (F02_2). If data are backed up In the area, the backed-up sound control request code 

Is set in the register (F0^3), and sound control processing O-e., processing G01 to be described In detail fater) is 

effected (F02.4). if no data are backed up, steps (F02.3 and F02.4) are skipped. 

[0701] Next, the sound backup area 2 "SND^BAK+I" In which are stored sound data to be played back on CH2 of 
the sound-source I C 206 is checked (F02_5), thereby determining whether or not backup data are stored in the backup 
area (F02.6). if data are backed up in the area, tiie backed-up sound control request code is set in the register (F02_7), 
and sound control processing (i.e., processing G01 to be described in detaO later) Is effected (F02_6}. If no data are 
backed up, steps (1=02.7 and F02.8) are skipped. 

[0792] The sound backup area 3 "SND.BAK+2" in which are stored sound data to be played back on CH3 and CH4 
of the sound-source IC 206 is checked (F02»9), thereby detennining whether or not backup data are stored in the 
backup area (F02_ 1 0). if data are backed up In the area, tiie backed-up sound control request code Is set in Itie register 
(F02_11), and sound control processing (i.e., processing G01 to be described In detaO later) Is effected (F02L12). If 
no data are backed up, steps (F02_11 and F02.12) are skipped. 
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< Received Command Storaee Processing: R)3> 

[079^ Rg. 239 is a flowchart showing procedures for received-command storage processing. 

[0794] As shown (n Rg. 239, received-command storage processing is for storirrg data ttansmitted from the main 

control board 100. 

[0795] In received command storage processing, date are extracted from a received-command higher-byte area 
"RCVCMDH" and a received-command lower-byte area "RCVCMDL" The thus-extracted data are stored In a received- 
data area "RXBUFF" (F03_l). The number of registered commands Is updated, and the thus-updated number is stored 
in a number-of-recelved-data area •RECCISTT (R)3_2). Processing returns to the main routine. 

<Command i=^ch Prooesdng: F04> 

[0796] Rg. 240 Is a flowchart showing procedures for comnrmnd fetch processing. 
[0797] As shown in Rg. 240, command fetch processing is for anaiyzing commancte. 

[0798] In commend fetch processing, a received command Is extracted from the received-data area "RXBUFF," and 
the thLffi-extrecled command is stored In an upper-byte-area-of-command-being-analyzed "ALCM D.HI" and In a lower- 
byte-area-of-coinmand-being^alyzed "ALCMD_LO" (F04_1). The command-belng^naiyzed "A[cMD_Hr and the 
command-belng-anaiyzed "ALCMD^LO" are set In the register (F04_2). 

[0799] Next, T Is subtracted from the number of received data sets "RECCISTT," thereby updating the number of 
commands registered in the buffer (F04_3). The command-analysis-in-progress flag of the presentation status flag 
"PRDC^STS" Is set to ON (F04_4). interrupts are enabled (F04_5). and processing returns to the main routine. 

<Proce8sIng for Selecting the Type of Winning Sign Presentation: F05> 

[0900] Rgs. 241 and 242 ere flowcharts showing procedures about processing for selecting the type of winning sign. 
[0801] As shown In Rgs. 241 and 242, this processing Is for selecting the type of winning sign presentation and 
presentation display to be perfomned by the Image display action 13 (specfflcally displayed symbols). 
[0802] In this processing, a random number for selection purpose Is ^tracted from presentation selection random 
numbers "SELRAND" (random numbers ranging from 0 to 65535) (FOS^I). Sign presentation Is detemilned from the 
thus-selected winning sign presentation selection table and the register (a vjrfnning flag), and the f hus-seiected sign is 
set in the sign presentation type "PRe_CLS" (F05.2). 

[0803] The U-ZH! presentation type "REChLCLS" is cleared (F05_3), and the presentation status flag "PRDC.STS" 
is checked (F05_4), thereby determining vi^ether or not an intemaliy^iotified-stete reel screen is displayed; that is, 
whether or not there is a necessity for selecting symbols to be displayed (F05_5). In a case vi/here an intemally^otified- 
state reel screen display is displayed, there Is no necessity for selecting symbols to be displayed. Henoe, processing 
returns to the main routine. 

[0804] I n contrast, if the Intemally-notifiedHState reel screen Is not displayed, a dispiayed-symboi section table number 
is set in a displayed-symbol selection table number "DEMEDATA" by reference to the sign prosentetion table selected 
by way of processing E01 (F05_6). 

[080q A random number Is extracted from the presentation seiectlon random numbers "SEI-RAN D" (F05_7). A center 
displayed symbol is selected on the basis of the thus-selected dispiayed-symboi selection tabte and random number 
(F05^8). The seleded center-displayed-eymbol date are set In a center-dlsplayed-symboi date save area "SREELBK" 
(F05 9). 

[0806] Another random number is extracted from the presentation selection random numbers "SELRAND" (F05_10), 
A right-side displayed symbol is setected on the basis of the thus-selected displayed-symbol selection table and random 
number (F05_11). The setected right-eide-dispiayed-symbol date are set m a right-slde-dlsplayed-symboi date save 
area "RREEL^BK" (F05_12). The right-sido-dlsplayed4ymboI date and the center-dispiayed-symboi date are merged 
Into 8 single date, and the thus-merged date are set In the stetionariiy-dlsplayed symtx)! date 2 ''STP_PiC2' (F05_13). 
[0807] Further, another random number is extracted from the presentation setectlon random numbers "SELRAND" 
(F05_14). A symbol to be displayed on the teft-slde reel is setected on the basis of the selected dlsplayed-symbd 
seiectlon tebie and random number (F05_15). A detemilnatlon Is made as to whether or not the selected displayed 
symbols constitute a bonus combination of symbols (F05_16). 

[0808] If the thus-selected displayed-symbols constitute a bonus combination of symbols, the center-displayed-sym- 
bol date save area "SREEU.BIC is checked (F05.17>, thus determining whether or not the setected displayed-symbol 
Image is identical with the center displayed symbol (F05.16). 

[0809] If the selected displayed symbol is Identical virith Ihe center displayed symbol, the right-side displayed-symbol 
data (RREEL_BK) is checked (F05_19), thus determining whether or not the selected dispteyed-symbol image is idon- 
ticai with the right-side displayed synrtbol (F05_20). 
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[0810] If the selected displayed eymbol is identical with the right-side displayed symbol, the selected displayed sym- 
bol is shifted downward by 1 frame (F05_21). The selected displayed-symbol Is set in the stationarily-displayed symbol 
data 1 "STP^PICr (F05_22). Prooessing retums to the main routine. By means of these processing operations, the 
displayed symbols match the symbols of the generated winning mode, thus preventing occurrence of a mismatch 
between the displayed symbols and the status of the game. 

[08111 If the selected displayed symbol differs from a bonus symbol (NO is selected in F05^16), step (1=05.17) is 
sidpped. If the selected displayed symbol differs from the center displayed-symbol (NO Is selected In F05_18X step 
(F05_19) Is skipped. If the selected displayed symbol differs from the right-side dlsplayed^ymbol (NO Is selected In 
F05_20), step (F05_21) Is sidpped. The selected displayed-symbol is set in the stationarily-dispiayed symbol data 1 
"STP^PICr {F05^22). Processing retums to the main routine. 

<U^l Presentation-Type Selection Processing: F06> 

[0812] RGS. 243 through 245 are flowcharts showing procedures for U^t presentation-type selection processing. 
[0813] As shown In Figs. 243 through 245. U-ZHI presentatbn-^e selection prooessing is for controlling presen- 
tation display to be performed by the Image display section 13. 

[081fl In U'ZHf presentation-type selection processing, a random number for selection purpose Is extracted from 
presentation selection random numbers -SELf^D" {F06.1). On the basis of the L«H/ presentation selection table 
selected in prooessing E01 and the extracted random number, the type of U-ZHI presentation and the type of LUZHI 
sign presentation are determined (F06_2). In the case where U-ZHI presentation is to be effected, selection off synods 
to be displayed is not peribnned. 

[081 q The selected type of U-ZHf prcsentafion Is set In U-ZHf presentation type "RECK-CLS" (F08_3), thus deter- 
mining whether or not U-ZHfsfgn presentation Is to be effected (F06_4). If no U-ZHI sign presentation is to be effected, 
processing retums to the main routine. 

[0816] If U-ZHI sign presentation is to be effected, the selected sign presentation type is set in the sign presentation 
type ■PRE_CLS" (F06^5), theretjy determining whether or not LWH/ winning has arisen (F08_6). 
[0817] If U^l winning has arisen, the winning flag "WAVEBir Is checlced (F06_7}, thereby checking whether or 
not big bonus winning is generated (FD5_8). If big bonus winrting is not generated, a table "RBRECHDAT" for selecting 
displayed symbols at the time of regular bonus winning presentation shown In Fig. 93 is selected (F06_0). If big bonus 
winning is generated, a table 'BBREGHDAr for selecting displayed symbols at the time of big bonus wlnnir^ presen- 
tation shown in Rg. 92 is selected (F08.11). 

[08iq If no U'ZHI winning has arisen (NO Is selected In F06_6), a table "MSRECHDAr fbr selecting displayed 
symbols at the time afU-ZH! losing presentation shown In Rg. 94 is selected (F06_10). 

[081?] A random number for selection purpose is extracted from presentation selection random numbere "SELRAND" 
(F08_12). On the basis of the extracted random number and the selected table fbr selecting symbols to be displayed 
at the time of ZJ-ZHf winning, symbols to be displayed (I.e., TEN PAIS symbols) are determined (F0e_13). 
[0820J Subsequently, a detenninatlon Is made as to whether or not U-ZHI losing has arfsen (F06_14). If U-ZHI losing 
has not arisen, a detennlnation Is made as to whether or not TEN P^AIS symbols conespond to bonus-type defemii- 
nation symbols ("7" or "BAR") (F06_1 5). If TEW RAIS symbols ooirespond to bonus-type determination symbols, the 
displayed-symbol change counter "WPLY.CNr Is cleared (FOfiLIB). In contrast, if TEW PWS symbols do not corre- 
spend to bonus4ype determination symbols, the initial value "PCHG_ NM" is set in the displayed-symbol change counter 
'WPLY_CNr'(F06_17). 

[0821] If U'ZHI losing has arisen (YES Is selected In F06_14), steps (F06_15 through F06„17) are skipped. 
[0822] Subsequently, a determination Is made as to whether or not balancing-on-roDing-ball U-ZHI has arisen 
(F08_18). If balancing-on-rolling-ball U-ZHI has arisen, a center displayed symbol is detemm'ned from the table fbr 
selecting a center symbol to be (fisplayed at the time of balancing-on-rollingiall U-ZHI losing (F06_23). TTie right- 
side-displayed-symbol data and the center-dlsplayed-symbo! data are merged Into a single data, and the resultant 
data are set In the stationarily-displayed symbol data 2 "STP_PiC2" (F06_24). TTie left-side-dlsplayed^boi data are 
set in the statiorranTy-displayed synrtbd data 1 "STP.PICr {R}8^25). Processing retums to the main routine. 
[0823] If no balandng-on-roiling-ball U-ZHI has arisen (NO is selected In F06_18), a random number for selection 
purpose is extracted from presentation selection random numbers "SELRAND" (F06.19). On the basis of the extracted 
random number and the selected table "MSREGHDAT." a center symbol to be displayed is determined (F06_20). 
[0824] A determination Is made as to whether or not all the displayed symbols; I.e., the lefl-side displayed symbol, 
the center dteplayed symbol, and the right-side displayed symbol, are Identical with one another {F06_21). If they are 
identical, tiie center displayed symbol is shifted upward by 1 frame (F08 J2). By means of these processing operatons, 
the displayed symbols come to match the symbols of the generated winning mode, tiius preventing occurrence of a 
mismatch between the displayed symbols and the stetus of tiie game. If not all of the three displayed symbols are 
Identical, step (F06.22) Is skipped. 
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[082q The right-sldB-<ii8played«ymbol data and the center-d!eplayed-symtx)f data are merged Into a single data, 
and the resultant data are set In the stationarily-displayed symbol data 2 "STP_PIC2," (F06_24) and the left-side- 
displayed-symbol data are set In the stationarily-displayed symbol data 1 "STP.PICI" (F06_25). Processing returns 
to the main routine. 

<Proce8sing for Selecting Displayed Symbd linom Selection Table: F07> 

[0825] Rg. 246 Is a flowchart showing procedures for processing for selecting a displayed symbol from a selection 
table. 

[0827] As shown In Rg. 246. this processing Is for controDing presentation display to be peribrmed by the Image 
display section 13, by means of seiedbig symbols to be displayed from a displayed-symbol selection table. 
[0826] In this processing, a random number for selection purpose is extracted from presentation selection random 
numbers "SELRAND" (FOZ.I). On the basis of the extracted random number and the displayed-symbol selection table 
number "DEMEDATV symbols to be dteplayed are selected (F07_2). Processing returns to the main routine. 

<Sound Control Prooesdng: G01> 

[0a2ff] Fig, 247 Is a Hovwchart showing procedures for sound control processing. 

[0830] As shown In Rg. 247, sound control processing Is for oontrolling generation of sound etTecta by means of 
checking e sound request control code. 

[0831] in sound control processing, a sound request control code stored in the register is first checked (GOI.I), thus 
determining whether or not there is a sound control request (G01_2). If there is no sound control request, processmg 
returns to the main routine. 

[0832] In contrast, if there Is a sound control request, a detemiinatlon Is made as to whether or not the sound contrx^l 
request is an initialization code (G01_3) and, if the sound request is not an initialization code, a determination is made 
as to whether or not the request Is a mute request code (Q01.5). 

[0633] If the sound control request is an initialization code, sound Initialization prx)cessing (i.e., processing G02 to 
be described In detail later) Is effected (G01_4). Then, processmg returns to the irain routine (see Rg. 58). if the sound 
control request is a mute request code, sound mute processing (i.e., processing G03 to be described In detail later) is 
effected {G01_6). Then, prooes^'ng returns to the main routine (see Rg. 56). If the sound control request corresponds 
to neither a sound Initialization request code nor a sound mule request code, sound output processing (i.e., processing 
G4 to be described In detail ^r) Is effected (Q01_7). Then, processing returns to the main routine (see Fig. 56). 

<Sound Initialization Processing: G02> 

{0634 Fig. 246 Is a flowchart showing procedures for sound InitlaOzatlon processing. 
[0635J As shown in Rg. 248, sound Initialization processing is for InltiaOzing sound effects to be generated. 
[0636] In this processing, there Is perfonned all-channel-playtwck-stop processing (l.e., processing G06 to be de- 
scribed in detafl later) (G02_1), and all channel reset data are stored in the register (G02_2). 
[0637] Sid>sequentiy, SD.OUT sound output data transmission processir^ (i.e., prooes^ng G05 to be described In 
d^II later) Is effected (G02.3), and a restoratlon-effecOve-soundoutput-status storage area "PLAY.NUIM" is cleared 
(G02_4}. A prioritized^ngle^und-output-status storage area "hirr.NUM*' is dearod (G02_5). Pro^saing returns to 
the main routine. 

<Sound Mute Processing: G03> 

[063q Rgs. 249 and 250 are flowcharts showing procedures for sound mute processing. 
[0639] As shown in Rgs. 249 and 250, this processing Is for muting sound effects. 

[0640] In the processing, a detemrtination is made as to whettier or not the sound control request Is an error sound 
mute code "RESUME" shown In Rg. 76 (G03.1). If the sound control request Is not an enor sound mute code 
"RESUMP, the restoratton-effective-scund-output-status storage area "Pi-AY_NUM" Is cleared (G03_2). A playbadc 
stop command code "CMD.QUiT" forspecifyrng adiannel on which playbadc is to be stopped is set (G03_3). SD^OUT 
sound output data transntisslon processing (i.e., processing G05 to be described in detail later) Is perfonned (G03_4). 
Processing returns to the main routine. 

[0641] If the sound control request is the enor sound mute code "RESUMP, ALLOFF errorsound mute processing 
is performed (G03.5). Data pertaining to the specified channel are foaded from the restoration-effiBcfhre-sound-oulpuf- 
statuB storage area "PLAY_NUM' to the register {G03_6). 

[0642] A detemrtination Is made as to whether or not sound output request data are stored in the register (G03_7). 
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If sound output request data are etored in the register, sound output pmsesdng (sound processing pertaining to a 
predetermined sound number) is performed. In oontrast, if sound output request data are not stored in the register, the 
address is changed to the next channel (G03.8). After all the channels have been subjected to the above-described 
processing operations (G03«B through 603.8) {G03.9), processing returns to the main rouline. 

<Sound Output Processing: G04> 

[0843] Rgs. 251 through 254 are flowcharts showing procedures for sound output processing. 

[0844] As shown in Rgs. 251 through 254, tWs processing isfor producing corresponding sound ^feds In accordance 

with the types of sound output data set in the register. 

[084^ I n the preoessing, the dato stored in the register are compared with the total number of sounds "SDDT shown 
in Rg. 76 (G04_1), thereby determining whether or not the number of the sounds stored In the register is greater than 
the totai number of sounds (G04_2). If the number of sounds is greater than the total number, processing retums to 
the main routine. 

[0848] If the number of sounds Is iess than the total number, the type of sound is checked on the basis of the date 
stored In the register [i.e., sound output date (dato pertaining to any of the types of sounds shown in Rgs. 58 through 
60)] and by reference to the sound output data table (G04_3). 

[0847] A determination is made as to whether the type of sound is an alarm sound request (304^4), a restoration 
effective sound request (G04^5), a prioritized single sound output request (G04_6), or a temiination sound (G04_7). 
[084?] I f the type of sound is an alarm sound request (YES is selected In G04_4), the prioritized-single-sound^lput- 
status storage area "HiT^NUIM" is cleared (G04_8), and aII-channeH3iaybaclc-stop processing (i.e.. processing G06 
to be described in detail later) is performed (G04^9). 

[0849] Aiktfiannel-forced-reset data are set In the register (G04_10), and SD.OUT sound output data transmission 
processing is pertomied (G04_11). The register (sound output data) is forcefully transformed into a real-time playback 
mode (G04_12). SD.OLIT data transmission sound output processing is performed (G04_13), and processing retums 
to the main routine. 

[0850] if the type of sound la a restoration effective sound request (YES Is selected In G04.5), the restor^lion- 
effTective-sound-output-statua storage area "PUVYLNUM" is checl^ed (G04_14). The data stored in the regiater (i.e., 
the sound output request data) are compared with the date stored in the rBstonatiorHeffedive-sound-output-statos 
storage area "PI-AY^NUM" (G04,15). 

[0851] A determmation is made as to whether or not the data are identical with each other (G04_16). If they are 
identical (i.e., the requested sound has aiready been output in the previous processing), processing retums to the main 
routine, in contrast, if the date diffter from each other, the date are considered to be new sound output date. Hence, 
SD.OUT sound output date transmission processing (i.e., processing G05 to be described in deteii later) is performed 
(G04« 1 7). The restoration-effective-sound-output-statua storage area "PLAY^NUM" ia cleared (G04^18)p and process- 
ing retums to the main routine. 

[0852] if the type of sound is a prioritized single sound output request (YES Is selected in G04_6), the priorftized- 
slngle-sound-output-status storage area "HIT. MUM" Is chedced (G04.19), and the data stored In the register (l.e., the 
sound data) are compared with the date stored in the prioritized-single^undK)utput-statu8 storage area "HIT NUIUI" 
(G04.20). 

[0653] A determination is made as to whether or not the date are identical with each other (G04_21). If the date differ 
from each other, the register (sound data) Is forcefolly transfomied into a real-time playbacic mode (for this reason, the 
sound is called "prioritized" singte sound) (G04_22). Further, SD.OUT sound output date transmission prooessirig (i. 
e., processing G06 to be described in deteii later) is performed (G04_23). TTie priorrlized-slnglB-sound-output'Status 
storage area "HIT NUM" is cleared (G04^4), and processing returns to the main routine. 
[0854 If the type of sound is an end sound request (YES is seiected in G04_7), the restoration-eff^ctlve-sound- 
output-statos storage area "PLAY.NUM" is cleared (G04_25), and ail-channel-piByback-stop processing (i.e., process- 
ing G06 to be described In detail later) is performed (G04_9). 

[0855] Ali-channei-forced-reset date are set in the register (G04_ 1 0), and SD^OUT sound output date transmisston 
processing is perfomied {G04_11). The register (sound output date) is forcefully transformed Into a real-time playback 
mode (G04_12). SD.OUT date transmission sound output processing Is perfonned (G04.1 3), and processing retums 
to the main routine. 

[0856] If the type of sound does not match any of the foregoing types, the restoration-effective-sound-output-status 
storage area "PUVY.NUM" Is cleared (Ga4_26); the prioritized-slngle-sound-output-status storage area ■HIT»NUIWI" 
is cleared (G04_27); the register (sound output date) te forcefully transformed into a real-time piaybadc mode (60^28); 
and SD^OUT date transmission sound output processing is perfomned (G04_29). Then, processing retoms to the main 
routine. 
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<SD.OirT Sound Output Data Tfansmisslon Processing: G05> 

[0857] Fig. 255 is a flowBhart showing procedures for SD^OUT data transmission sound output processing. 
[085q As shown in Rg. 255, the processing is for causing actual output of sound from the speaker 25, by means of 
outputting data pertaining to sound effects to the sound-«ouroe IC 206. 

[0859] In the processing, the memory contents in the register are compared wHh end data "OFFH" (G05_1), thereby 
detemiining whether transmission data are end data (G05_2). If the transmission data ar^ end data, processing retums 
to the main routine. 

[0860] If transmission data are not end data, the data are output until the transmission data become end data (G05.3). 
The next data are set in the register (G05.4}. 

[0861] Rg. 52 shows details of a command to be transmitted to the sound IC 206. The transmission command 
consists of four bytes in total. The type of sound and a channel to be used are set in the first byte. A sound playbadc 
level (sound level) set In the second byte. Pan-pot settings (l.e„ choice as to whether stereophonic sound is to be 
output from the left, the right, or both the left and right in a balanced manner) are set In the third byte. A specific phrase 
number is set in the fourth byte (see the sound output data table shown in Figs. 61 through 74 for Individual sound 
ou4>ut data sets). 

<AII-Channel-Playback-Stop processing: G06> 

[0862] Fig. 256 is a flowchart showing procedures for alKchannel-playback-stop pruoessing. 

[0863] As shown in Rg. 256, the processing Is for stopping generation of sound effocts. 

[0864] In this processing, a CHI playback atop command "CMD_QUIT+CH1" is set In the register (G06_1), and 

SD.OUT sound output data transmission proc^slng (i.e., processing G05 mentioned above) is peiformed (G06_2). 

A channel to be subjected to processing Is set to the next channel (G06_3). 

[086^ A detenninatlon is made as to whether or not ail c^nnels have been subjected to the processing (G06.4). 
Processing pertaining to steps (G08_2 and G06_3) is repeated until all the cfttinnels finish undergoing processing. 
[086q By means of the foregoing processing, the sub-control board 200 controls the image control board 300 under 
control of the main control board 100, whereby an image is displayed on the image display section 13. Further, the 
sub-control board 200 controls the sound-source IC 206 under control of the main control board 100, whereby sound 
effects are produced from the speaker 25. 

[0667] In the previous embodiment, the control unit is constituted of the main control board 1 00 situated In the highest 
hierarchlcai level, the sub-control board 200 situated in an Intemnediate hierarchical level, and the image control board 
300 situated in a lower hiersnchicai level. The control board sitoated in a lower hierarchlcai level may be constituted 
of not only the Image control board 300 but of a plurality of control boards spedalbnd for other control processing 
operations. 

[086q Although the present invention has been described by teking a slot machine as a typical gaming machine, 
the present invention can be applied to other gaming machines, such as Pachlnko machines, Pachlslo gaming ma- 
chines (a hybrid machine of a Pachlnko machine and a slot machine), Arranged bail gaming machines, or JongKyu 
Gaming Machines (a hybrid of a MahJong game machine and a Pachinko machine). 

[0869] The present invention Is embodied as having the configurations mentioned previously and yields the foflowlng 
advanteges. 

[0870] A gaming machine according to the present invention comprises a main control device for controlling the firat 
hierarchical level, which Is the highest hierarohicai processing level of the gaming machine; an Intennedlate txmtrdi 
device for controlling the second hierarchical level situated tower than the first hierarchical level, under control of the 
main control device; and a lower control device for controlling a third hierarchical level situated lower than the second 
hierarchlcai level, under control of the Intermediate control device. 

[0871] Such a construction enables separation of control processing, thereby mitigating loads imposed on individual 
control means and enabling smooth control of the gaming machine, in the case of a plurality of gaming machines 
requiring different gaming procedures, control shared among the gaming machines can be delegated to the main . 
control device. Control operations whtoh change from machine to machine are delegated to the Intemnediate control 
device or the lower control device. As a result, the main control devk» can be shared among the gaming machines, 
thereby diminishing manulacturing and maintenance costs. 

[0872] Preferably, the control device perfonns processing for making a decision pertaining to the player's profite, and 
the lower control device controls Image display to be performed by the image display device. Further, the intermediate 
control device preferably performs control operatfons other than those to be performed by the lower control devtoe. 
[0873] Image control processing which requires great processing capabiiity and storage of an enormous amount of 
image date Is delegated to the lower control device, thereby mltigaling loads imposed on the main control device and 
those imposed on the intermediate control device. Tlierefore, control processing of the gaming machine can be per- 
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formed more smoothly. 

[0874] Preferably, the intermediate control device performs control operelions Including a sound generation oontrx)! 
operation to be performed by the sound generation device. 

[0675] The only reqiurement of the lower control device Is to perfomi Image control operations. Accordingly, control 
processing is decentraDzed, thereby enabling much smoother control processing of the gamir^ machine. 
[0876] Preferably, the lower control device comprises a plurality of control boards specialized for specific oontrol 
processing operations, respectively. 

[0677] Consequently, the control processing required in the gaming machine can be decentralized further. In a case 
where specific control processing is shared among a plurality of gaming machines requiring different gaming proce- 
dures, a board for perfomiing the specific control processing can be shared, thereby diminishing manufacturing and 
maintenance costs. 

[0676] Described is a gaming machine capable of performing smooth control operation even when effecting a variety 
of gaming presentations and realizing a reduction In manufacturing and maintenance costs. A control device fbreiec- 
tricaily controlling a gaming machine is cor^tltuted of a main control device (a main control board 100} for controlling 
the first hierarchical level, whirfi Is the highest hierarchical processing level of the gaming machine; an intermediate 
control device (a sub-control board 200) for contiofling the second hierarchical level situated lower than the first hier- 
archical level, under control of the main control device; and a lower control device (an image control board 300) for 
controlOng a third hierarchical level situated lower than the second hierarchical level, under control of the intermediate 
control device. 
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FIRST. INSERT TOKENS 


FIG. 174 




CALL FLOOR ATTENDANT 
SELECTOR JAM 


FIG. 175 




TOKEN HOPPER FULL 
CALL STAFF 


FIG. 176 




TOKENS TO BE REPLENISHED 
CALL FLOOR ATTENDANT 


FIG.177 




CALL FLOOR ATTENDANT 
HOPPER JAM 


FIG, 178 




CALL FLOOR ATTENDANT 
BOARD ANOMALIES DETECTED 



Clalma 

1. A gaming machine Including: 

variable display means for variably displaying a plurality of types of symbols naquired tor gaming; 
starting means for starting variable display of the symbols; 
stopping means for stopping the symbols being variably displayed; 

profit provision means for providing a player with profits if a combination of symbols consfitutes a predetermined 
winning mode when the 5yTntx}ls are stopped and displayed; 
image display means for displaying information about a game; 
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sound gensmtion means for generating a sound relevant to a game; and 

control means for electrically controlling the vanabfe display means, the starting means, the stopping means, 
the profit provision means, the image display means, and the sound generation means on the basis of a 
hierarchical processing structure, wherein 
the control means further Includes 

main control means for controlling a first hierarchical level, which is a highest hierarchical processing tevel 
of the gaming machine, 

intennediate control means for controlling a second hierarchical level situated lower than the first hierar- 
chical level, under control of the main control means, and 

lower control means for controlDng a third hierarchical level situated lower than the second hierarchical 
level, under control of the intermediate control means. 

2. The gaming machine Kcording to daim 1 , wherein 

the control means performs processing for making a decision pertafr^ing to the player's profits; 

the lower control means controls an Image display to be performed by the Image display means; and 

the intermediate control means performs control operations other than those to be perfonned by the lower 

control means. 

3. The gaming machine acoording to claim 2, wherein the intermediate control means performs control operations 
including a sound generation control operation to be performed by the sound generation means. 

4. The gaming machine according to any one of dalms 1 through 3, wherein the intermediate control means is con- 
trolled In accordance with a command code transmitted from the main control means, and the lower oontrol means 
Is controlled in accordance with a command code transmitted from the Intermediate control means. 

5. The gaming machine according to any one of claims 1 through 3, wherein the lower control means comprises a 
plurality of control boards specialized for ^ciflc control processing operations. 

6. The gaming machine according to claim 5, wherein the lower control means is equipped with a lamp control board. 

7. The gaming machine according to claim 2, wherein the lower oontrol means comprises a plurality of oontrol twards 
spedail^ for specific oontrol processing operations. 

6. The gaming machine acoonfir^ to claim 7, wherein the lower control means Is equipped with a corftrol board having 
mounted thereon at least an image control CPU and character ROM. 
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GAME 


MCMDJWST 


OOSH 


COMMAND CODE FOR STARTING SPINNING OF REELS 

Dl JSINf« PR 


MCMD.BBST 


006H 


COMMAND CODE FOR STARTING SPINNING OF f^ELS 


MCMD RLSP 


WW # If 




MCMD.NHIT' 


OOSH 


GENERATION (ALL REEL STOP) COMMAND CODE 


MCMD_JH1T 


009H 


GENERATION-OF-JACKPOT-GAME COMMAND CODE 


MCMD.POFN 


OOAH 


PAYOUT COMPLETION COMMAND CODE 


MCMD.BNST 


OOBH 


COMMAND CODE FOR INSTRUCTING CHANGING OF 
STATUS OF BONUS GAME 


M0MD.B8FN 


OOCH 


BB END OPERATION COMMAND' CODE 


MCMDJRR 


OOOH 


ERROR PRESENTATION INSTRUCTION COMMAND CODE 


MCMD.PSEL 


OOEH 


COMMAND CODE CONCERNING TYPE OF PRESENTATION" 
RENDERED BY MAIN CPU 


MCMD.SUNO 


OOFH 


SOUND PRESENTATION INSTRUCTION COMMAND CODE 


ERRNJ4AX 


OOFH 


ALLOWABLE NUMBER OF CONTINUOUS RECEIVE ERRORS 



FIG. 11 



01 H 


PRESENTATION INmALIZATION 


NONE 


FIG. 12 


02H 


1 DEMONSTRATION DISPLAY 


NONE 


FIG. 13 


03H 


INSERT GAMING TOKEN 




NUMBER OF TOKENS TO BE INSERTED 




FOR JACKPOT GAME (1-3) 
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FIG. 14 



04H 


START QAWES DURING NORMAL GAME 


TYPE OF GENERATION 


b7 


BB 


b6 


RB 


b5 


REPLAY OR RB QURINQ BB 


b4 


DIAMOND 


b3 


DRAGON 2 


b2 


DRAGON 1 


b1 


FOUR CHERRIES 


bO 


TWO CHERRIES 


F 1 G. 15 



05H 


START SPINNING OF REELS DURING RB 


NUMBER OF AVAILABLE RB GAMES, 
NUMBER OF AVAILABLE RB OPERATIONS 


b7 




b6 




b5 


NUMBER OF AVAILABLE RB GAMES (12-1) 


b4 


NUMBER OF AVAttABLE RB GAMES (12-1) 


b3 


NUMBER OF AVAILABLE RB'QAMES (12-1) 


b2 


NUMBER OF AVAILABLE RB GAMES (12-1) 


b1 


NUMBER OF AVAILABLE RB OPERATIONS (3-1, 0) 


bO 


NUMBER OF AVAILABLE RB OPERATIONS (3-1. 0) 


FIG. 16 


06H 


START SPINNING OF REELS DURING BB 


NUMBER OF REMAINING BB GAMES. 
NUMBER OF AVAILABLE RB OPERATIONS 


b7 


TYPE OF BB (0/1= WHITE 7/RED 7) 


b6 


NUMBER OF REMAINING BB GAMES (30-1) 


bS 


NUMBER OF REMAINING BB GAMES (30-1) 


b4 


NUMBER OF REMAINING BB GAMES (30-1) 


b3 


NUMBER OF REMAINING BB GAMES (30-1) 


b2 


NUMBER OF REMAINING BB GAMES (30-1) 


b1 


NUMBER OF AVAILABLE RB OPERATIONS (3-1) 


bO 


NUMBER OF AVAILABLE RB OPERATIONS (3-1) 
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FIG. 17 



07H REEL STOP 


STOP REEL INFORMATION 


b7 




b6 




. b5 




b4 




b3 




b2 


3RD STOPPAGE 


b1 


2ND STOPPAGE 


bO 


1ST STOPPAGE 


F 1 G. 18 


08H 


EUECTIONS EXCLUSIVE OF GENERATION 
OF JACKPOT GAMES 


TYPE OF GENERATION 


b7 


RB(01). WHITE 7{10). RED 7(1 1) 


b6 


RB(01), WHITE 7(10), RED 7(1 1) 


b5 


REPLAY OR RB DURING BB 


b4 


DIAMOND 


b3 


DRAGON 2 


b2 


DRAGON 1 


b1 


4 CHERRIES 


bO 


2 CHERRIES ^ 



FIG. 19 

09H I GENERATION OF JACKPOT GAMES 

NUMBER OF AVAILABLE ELECTIONS (8 TO 1). 
0 DEnCTS FAILURE 



FIG. 20 



OAH 


COMPLETION OF PAYOUT 


NONE 
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OOH 


RB COMPLETED 


01 H 


START BB1-2 

(RB PERFORMED DUR[NG BB IS COMPLETED: WHITE 7) 


02H 


START BB2-2 
(RB PERFORMED DURING BB IS COMPLETED: RED lY 


03H 


START BB3 

(RB PERFORMED DURING BB IS COMPLETED: COMMON) 


04H 


BB TERMINATION 1 PRESENTATION INSTRUCTION 
(NORMAL END) 


05H 


BONUS TERMINATION 2 PRESENTATION INSHWCTION 
[RB 1 OR 2 ENDED WITH PUNCTURES (FAILURES)] 


06H 


BONUS TERMINATION 3 PRESENTATION INSTRUCTION 
[RB 3 ENDED VWTH PUNCTURES (FAILURES)] 


G7H 


BONUS TERMINATION 4 PRESENTATION INSTRUCTION 
[ENDED WITH PUNCTURES (FAa.URES) DURING NORMAL GAME] 


F 1 G. 22 



OCH 


OPERATION AT THE END OF B8 


OOH 


COMPLETION OF WAIT FOR GAME STOP 
TIME AFTER COMPLETION OF BB 


01 H 


SETTLEMENT OPERATION 


02H 


PLAY-OUT OPERATION 



FIG. 23 



ODH 


ERROR INSTRUCTION 


OOH 


CANCEL ERROR STATUS 


01 H 


INSERTED TOKEN PASSAGE TIME ERROR 


02H 


INSERTED TOKEN PASSAGE CHECK ERROR 


03H 


GAMING TOKEN AUXILIARY STORAGE FULL ERROR 


04H 


INSERTED TOKEN REVERSE-MOVEMENT ERROR 


05H 


HOPPER EMPTY ERROR 


06H 


HOPPER JAM ERROR 


07 H 


ILLEGAL HIT ERROR 
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FIG. 24 



OEH 


TYPE OF PRESENTATIONS TO BE PERFORMED BY MAIN CPU 


TYPE OF PRESENTATION 


b7 




b6 




bS 




b4 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


b3 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


b2 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


b1 


BUNKING PATTERN 0 TO 8 AFTER ALL REELS HAVE STOPPED 


bO 


GAME START SOUND (0/1=START SOUND 1/2) 



F I G. 26 



OFH 


SOUND PRESENTATION INSTRUCTION 


15H 


REEL SPINNING DISABLE SOUND (4.1 SECONDS) 


16H 


GENERATION-OF-BB-EXPECTATION SOUND 
(REEL iy^ZW SOUND 1) 


17H 


GENERATION-OF-BB-EXPECTATION SOUND 
(REEL U-ZH/SOmO 2) 


18H 


GAMING TOKEN PAYOUT SOUND 1 
(TRANSMITTED AT SETTLEMENT) 


1DH 


GAMING TOKEN INSERTION SOUND 1 
(WHEN CREDIT IS ADDED) 


02H 


SRNNING DISABLE SOUND. PAYOUT SOUND MUTE 
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DISPUY CONTROL CODE 


COMMAND 
CODE 


DATA 
VALUE 




DSP.STX 


0D9H 


COMMAND TRANSMISSION START CODE 


DSPJNIT 


001 H 


UQUID CRYSTAL DISPLAY ERASURE 
ONmALIZATION COMMAND) 


DSP.DEMO 


- 002H 


DEMONSTRATION DISPLAY 


DSP.REEL 


003H 


REEL SCREEN DISPLAY 


DSP_NSTR 


004H 


START SPINNING OF REELS ON NORMAL REEL 
SCREEN 


DSP_SSTR 


OOoH 


START SPINNING OF 

INTtRNALLY-NOTIRED-STATUS f^EL SCREEN 


DSP.NLSP 


006H 


STOP L£FT REEL ON NORMAL REEL SCREEN 




uu/ n 


Z/-ZV/PRESENTATION INSTRUCTION 
(STOP ON NORMAL REEL SCREEN) 


DSP.SSTP 


008H 


STOP REELS ON INTERNALLY-NOTIFIED-STATUS 
REEL SCREEN 


DSP NHIT 


OOQH 
wv9n 


GENERATION OF SMALL-JACKPOT COMBINATION 
ON NORMAL REEL SCREEN 


DSP SHIT 


OOAH 


GENERATION OF SMALL-JACKPOT COMBINATION . 
ON INTERNALLY-NOTIRED-STATUS REEL SCREEN 


DSP.BHIT 


OOBH 


GENERATION OF BONUS 


DSP.BSTQ 


OOCH 


BONUS STAGE DISPUY 


DSP,RSTR 


OODH 


START SPINNING OF REELS DURING RB 


DSP.JHIT 


OOEH 


JACKPOT WINNING PRESENTATION 


DSP.BSTR 


OOFH 


START SPINNING OF REELS DURING BB 


DSP.BNHT 


001 OH 


SMALL-JACKPOT COMBINATION WINNING IN 
NORMAL GAME DURING 6B 


OSP.BRHT 


011H 


GENERATION OF RB DURING BB 


DSP.ERR 


01 2H 


ERROR SCREEN DISPLAY 


NORM.REEL 


001 H 


DISPLAY DESIGNATION ON NORMAL REEL SCREEN 


FGDU.REEL 


002H 


DISPLAY DESIGNATION ON 
INTERNALLY-NOTinED-STATUS REEL SCREEN 



F I G. 27 



01 h I UQUP CRYSTAL DISPLAY MUTE (INITIAUZATION COMMAND) 

NONE 
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02h 


DEMONSTRATION DISPLAY 


NONE 



F I G. 29 



03h 


REEL SCREEN DISPLAY 


REEL SCREEN TYPE 


01 h 


NORMAL REEL SCREEN 


02h 


INTERNALLY-N071FIED-STATUS REEL SCREEN 


DISPIAYED-SYMBOL DATA 1 


b7 


UNASSIGNED 


b6 


UNASSIGNED 


b5 


. UNASSIGNED 


b4 


0 


b3 


LEFT DISPLAYED SYMBOL 


b2 


LEFT DISPUYED SYMBOL 


b1 


LEFT DISPLAYED JSYMBOL 


bO 


LEFT DISPUYED SYMBOL 


DISPLAYED-SYMBOL DATA 2 


b7 


CENTER DISPLAYED SYMBOL 


b6 


CENTER DISPLAYED SYMBOL 


b5 


CENTER DISPLAYED SYMBOL 


b4 


CENTER DISPLAYED SYMBOL 


b3 


RIGHT DISPLAYED SYMBOL 


bZ 


RIGHT DISPLAYED SYMBOL 


b1 


RIGHT DISPLAYED SYMBOL 


bO 


RIGHT DISPLAYED SYMBOL 
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FIG. 30 





DISPLAYED SYMBOL 


OOh 


7 


Olh 


BAR 


02h 


Do 


03h 


CAKE 


04h 


COOKIE 


05h 


E 


06h 


X 


07 h 


T 


08h 


R 


09h 


A 



FIG. 31 



04h REEL SPINNING START ON NORMAL REEL SCREEN 


SIGN PRESENTATION INSTRUCTION 


OOh 


GENERATION OF SMALL-JACKPOT COMBINATION 

PRESENTATION WITHOUT SIGN 


Olh 


GENERATION OF DB OR CHERRY WITH LOW-DEGREE SIGN 


02h 


GENERATION OF DB OR CHERRY WTTH HIGHH3EGREE SIGN 


03h 


GENERATION OF DRAGON WITH LOW^DEGREE SIGN 


04h 


GENERATION OF DRAGON WITH HIGH-DEGREE SIGN 


05h 


GENERATION OF DIAMOND VWTH LOW-DEGREE SIGN 


06h 


GENERATION OF DIAMOND WITH HIGH-DEGREE SIGN 


07h 


REPLAY GENERATION SIGN 


08h 


/^ZW PRESENTATION WITHOUT SIGN 


09h 


OSHIKURA U-ZfifSlGU 


OAh 


POWERBALL U-ZHISIGN 


OBh 


BALANCING-ON-ROLUNG-BALL Z/-Z¥/ SIGN 


OCh 


YAH-HOO SIGN 


ODh 


BB DETERMINATION (RAINBOW 7) 


OEh 


RB DETERMINATION (RAINBOW. BAR) 


DISPLAYEO-SYMBOL DATA 1 (SAME AS ABOVE) 


DISPLAYED-SYMBOL DATA 2 (SAME AS ABOVE) 
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SPINNING START ON 
INTERNALLY-NOTinED-STATUS REEL SCREEN 
SIGN PRESENTATION INSTRUCTION 
(SAME AS R«. 31, BUT FOR ONLY SMALL- JACKPOT 
COMBINATION GENERATION PATTERN) 
DISPLAYED-SYMBOL PATTERN 1 (SAME AS 
ABOVE). 

DISPLAYED-SYMBOL PATTERN 2 (SAME AS 
ABOVE) 



FIG. 33 



UNASSIGNED 



LEFT REEL STOP ON NORMAL 
REEL SCREEN (UNASSIGNED) 



LEFT REEL STOP DISPLAYED-SYMBOL DATA 
(SET ON LOWER FOUR BITS) 
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07h 


STOP ON NORMAL REEL SCREEN 
(i/-ZWPRESENTATION INSTRUCTION) 


Z^ZWPRESENTATION INSTRUCTION 


OOh 


NO i/-2///PRESENTATI0N 


Olh 


NORMAL FAILURE 


02h 


NORMAL WINNING 


03h 


OSHIKURA FAILURE 


04h 


OSHIKURA VANNING 


05h 


BALANCING-ON-ROLLING-BALL RIGHT FAILURE 


06h 


BALANCING-ON-ROLUNG-BALL RIGHT WINNING 1 


07h 


RB UPGRADE 


08h 


BALANCINQ-ON-ROLUNQ-BALL RIGHT WINNING 2 


09h 


BALANCING-ON-ROLUNG-BALL LEFT FAILURE 


OAh 


BALWCINQ-ON-ROLUNG-BALL LEFT WINNING 1 


OBh 


BB UPGRADE 


OCh 


BALANCING-ON-ROLUNG-BALL LEFT WINNING 2 


ODh 


BALANCING-ON-ROLUNG-BALL CENTER FAILURE 


OEh 


BALANCING-ON-ROLUNQ-BALL CENTER WINNING 1 


OFh 


RESERVED FOR FUTURE USE 


lOh 


BALANCING-ON-ROLUNG-BALL CENTER WINNING 2 


11h 


POWERBALL 1 FAILURE 


12h 


POWERBALL 1 WINNING 


13h 


POWERBALL 2 FAILURE 


14h 


POWERBAa 2 WINNING 


16h 


POWERBALL 3 FAILURE 


16h 


POWERBALL 3 WINNING 


STOP SEQUENCE NUMBER/STATIONARY DISPLAYED-SYMBOL DATA t 


STATIONARY DISPLAYED-SYMBOL DATA 2 


F 1 G. 35 


08h REEL STOP ON INTERNAaY-NOTIHED-STATUS REEL SCREEN 


STOP SEQUENCE NUMBER/STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 
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09h 


SMALL-JACKPOT COMBINATION WINNING 
PRESENTATION ON NORMAL REEL SCREEN 


SMALL-JACKPOT COMBINATION WINNING 
PRESENTATION INSTRUCTION 


b7 


DROPPED 


b6 


UN/\SSIGNED 


bS 


REPLAY WINNING 


b4 


DIAMOND WINNING 


b3 


DRAGON 2 WINNING 


b2 


DRAGON 1 WINNING 


b1 


FOUR CHERRIES WINNING 


bO 


TWO CHERRIES WINNING 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPLAYED-SYMBOL DATA 2 


F 1 G. 37 


OAh 


SMALL-JACKPOT COMBINATION WINNING 
PRESENTATION ON 
INTERNALLY-NOTIRED-STATUS REEL SCREEN 


SMALL-JACKPOT COMBINATION INSTRUCTION 
(SAME AS IN Rg. 36) 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STATIONARY DISPUYED-SYMBOL DATA 2 


F 1 G. 38 


OBh 


BONUS WINNING PRESENTATION 


TYPE OF BONUS WINNING 


Olh 


EXTRA 


02h 


WHITE 7 


03h 


RED 7 
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OCh 


BONUS STAGE DISPLAY INSTRUCTION 


BONUS STAGE TYPE 


OOh 


RB STAGE 1 (TRUE RB) 


Olh 


RB END (TRUE RB) 


02h 


BB STAGE 1 START DISPLAY 


03h 


BB STAGE 2 START DISPLAY (RBI IS ENDED DURING BB) 


04h 


BB STAGE 3 START DISPLAY (RB2 IS ENDED DURING BB) 


05h 


BB END PRESENTATION DISPLAY 1 (NORMAL END) 


06h 


BONUS END PRESENTATION DISPLAY 2 
(RBI AND 2 ARE ENDED WITH FAILURES) 


07h 


BONUS END PRESENTATION DISPLAY 3 
(RB 3 IS ENDED WITH FAILURE) 


08h 


BONUS END PFSSENTATION DISPLAY 4 
(NORMAL GAME IS ENDED WTH FAILURE) 


F 1 G. 40 


ODh 1 


START SPINNING OF REELS DURING RB 


RB STAGE (1-3) 


NUMBER OF RB GAMES (1-12} 


FIG. 41 


OEh 


JACKPOT-GAME WINNING PRESENTATION 


RB STAGE (1-3) 


NUMBER OF VWNNING OF JACKPOT GAMES (0-8) 


F 1 G. 42 


OFh 1 


START SPINNING OF REELS DURING BB 


8B STAGE (1-3) 


NUMBER OF REMAINING BB GAMES (30-1) 
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FIG. 43 



lOh 


SMALL-JACKPOT COMBINATION WINNING 
PRESENTATION IN NORMAL GAME DURING BB 


BB STAGE (1-3) 


NUMBER OF REMAINING BB GAMES (30-1) 


SMALL-JACKPOT COMBINATION WINNING' 
PRESENTATIC»I INSTRUCTION 


b7 


DROPPED 


b6 


UNASSIGNED 


b5 


REPLAY GAME WINNING 


b4 


DIAMOND WINNING 


b3 


DRAGON 2 WINNING 


b2 


DRAGON 1 WINNING 


b1 


FOUR CHERRIES WINNING 


bO 


TWO CHERRIES WINNING 



F I G. 44 



11h 


PRESENTATION OF RB WINNING 
ARISEN DURING BB 


RB STAGE (1-3) 



F 1 G. 45 



12h 


ERROR SCREEN DISPLAY 


ERROR TYPE 


01 h 


INSERTED TOKEN PASSAGE TIME ERROR 


02h 


INSERTED TOKEN PASSAGE CHECK ERROR 


03 h 


GAMING TOKEN AUXILIARY STORAGE FULL ERROR 


04h 


INSERTED TOKEN REVERSE-MOVEMENT ERROR 


05h 


HOPPER EMPTY ERROR 


06h 


HOPPER JAM ERROR 


07 h 


ILLEGAL HIT ERROR 
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LABEL 


DATA 


DESCRIPTION 


DUMMY 


0 


DUMMY DATA 


STBLBITN 


7 


BIT FOR DETECTING STROBE SIGNAL OUTPUT FROM MAIN CPU 


POWN.BITN 


3 


POWER DOWN DETECTION BIT 


NONRCP.CD 


008H 


DESIGNATION OF PRESENTATION WITHOUT SIGN 


YHOPRE.CO 


OOCH 


YAH-HOO SIGN PRESENTATION CODE 


BLNRC.CD 


OODH 


BONUS (BB) DETERMINATION SIGN, (BALLOON LHZHb 
PRESENTATION CODE 


NRMRC^CD 


001 H 


NORMAL LWWPRESENTATION CODE 


STSD^DAflSK 


OOfH 


MASK DATA FOR EXTRACTING GAME START SOUND 


FLSH.DMSK 


01 EH 


MASK DATA FOR EXTRACTING REEL LAMP FLASH CODE 


PCHGLNUM 


10 


NUMBER OF GAMES IN WHICH STATIONARY DISPLAYED SYMBOLS ARE 
CHANGED AFTER ILLUMINATION OF WIN LAMPS 


RKUP.BBDT 


1 


UPGRADE FLAG VALUE FOR BB-DETERMINATION DISPLAYED SYMBOL 


RKUP.RBDT 


2 


UPGRADE FLAG VALUE FOR R8-DETERMINATI0N DISPLAYED SYMBOL 


STRLMSK 


007H 


MASK DATA FOR EXTl^CTING STOP REELS 


PIC.MAX 


009H 


MAXIMUM CODE FOR SYMBOLS TO BB DISPLAYED ON 
LIQUID-CRYSTAL DISPUY 


CPICJVIAX 


004H 


MAXIMUM CODE FOR CHARACTERS (FOR LhZH! PRESENTATION^ 
DISPLAYED ON UQUID CRYSTAL DISPUVY 


BPIC.MAX 


001 N 


MAXIMUM CODE FOR BONUS-DETERMINATION DISPLAYED SYMBOL 


PICJNIT1 


OOOH 


SYMBOLS DISPLAYED ON UQUID CRYSTAL DISPLAY. 
INITIAL VALUE OF 1, LEFT-7 


piojNrrz 


01 2H 


SYMBOLS DISPLAYED ON UQUID CRYSTAL DISPLAY, 
INTHAL VALUE OF i CENTER-BAR RIGHTHJO 


DPICJNITI 


002H 


INTERNALLYH^OTIRED-STATUS DISPLAYED SYMBOL, 
DISPLAYED-SYMBOL INITIAL VALUE OF 1. LEFT-DO 


DPic.iNrr2 


022H 


INTERNALLY-NOTIFIED-STATUS DISPLAYED SYMBOL, 
DISPLAYED-SYMBOL INITIAL VALUE OF Z CENTER-DO AND RIGHT-DO 


BBPIOl 


OOOH 


SYMBOL 1 STATIONARILY DISPLAYED ON UQUID CRYSTAL DISPLAY AT 

THE TIME OF GENERATION OF BB, LEFT-7 


BBPIC2 


OOOH 


SYMBOL 2 STATIONARILY DISPLAYED ON UQUID CRYSTAL DISPLAY AT 
THE TIME OF GENERATION OF BB. CENTER AND RIGHT-7 


RBPICl 


001 H 


SYMBOL 1 STATIONARILY DISPLAYED ON UQUID CRYSTAL DISPLAY AT 
THE TIME OF GENERATION OF RB, LEFT-BAR 


RBPIC2 


011H 


SYMBOL 2 STATIONARILY DISPLAYED ON UQUID CRYSTAL DISPLAY AT 
THE TIME OF GENERATION OF RB, CENTER AND RIGHT-BAR 


RBHMAX 


3 


MAXIMUM NUMBER OF AVAILABLE RB OPERATIONS 


RBPMAX 


12 


MAXIMUM NUMBER OF AVAILABLE RB GAMES 


BBCDMAX 


5 


NUMBER OF REMAINING BB GAMES FOR WHICH COUNTDOWN 
IS STARTED 


RBNMSK 


003H 


MASK DATA FOR EXTRACTING THE NUMBER OF AVAILABLE 

RB OPERATIONS 


RBPNMSK 


03CH 


MASK DATA FOR EXTRACTING THE NUMBER OF AVAILABLE RB GAMES 


BBPNMSK 


07CH 


MASK DATA FOR EXTRACTING THE NUMBER OF REMAINING BB GAMES 
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MAIN-CPU DOWN DETECTION TIME [ 50 ms ] 


RX.TOUT 


TIME OUT DURING RECEIVE SEQUENCE [ 10 ms J 


RX.NT1M 


RECEIVE INTERVAL TIMER (i.e^ RESULT OF COMPARISON BETWEEN 
TIME AND TIME COUNTED BY -nME-OUT TIMER) [ 2 ms] 


TX.INTVAL 


INTERVAL AT WHICH COMMANDS ARE TRANSMITTED TO LIQUID 
CRYSTAL DISPLAY CPU [ 1 0 ms ] 



F I G. 48 



GAMEST; [D7] 
QAMEST;CD6] 
GAMEST; [D5] 
GAMEST: CD4] 
GAMEST; [ D3 ] 
GAMEST: C P2 ] 
T3AMEST:[D1] . 
GAMEST: [DO] 

PRDC_STS;[D7] 

PRDC.STS; [ D6 ] 
PRDG.STS:[D5 3 
PRDC.STS; [D4] 

PF«)G.STS:[D3] 

PRDC.STS; [02] 

PRDC.STS: [01 ] 

PRDC.STS: [ DO ] 
WAVEBrr;[D7] 
WAVEBIT;[D6l 
WAVE8IT:[D5] 
WAVEBIT: [ D4 ] 
WAVEBrr:[D3] 
WAVEBIT; [ D2 ] 
WAVEBIT: [ 01 ] 
WAVEBIT; [ DO ] 



GAME STATUS: FLAG BB IN OPERATION 
GAME STATUS: INTERNAL WINNING IS BEING NOTIREO 
GAME STATUS: PLAY-OUT IN PROGRESS 
GAME STATUS: UNASSIGNED 
GAME STATUS: ERROR STATUS IN EFFECT 
GAME STATUS: REPLAY IN PROGRESS 
GAME STATUS: BB WINNING IS EXPECTED 
GAME STATUS: RB IN OPERATION 
GAME STATUS: INSTRUCTION FOR EFFECTING FLAG 
PRESENTATION INITIALIZATION 
GAME STATUS: INmAUZATION COMMAND REFUSE STATUS 
GAME STATUS: SEQUENCE CONTROL-IN OPERATION 
GAME STATUS: TRANSMISSION COMMAND EDITED 
GAME STATUS: ANALYSIS OF RECEIVED COMMAND 
IN PROGRESS 

GAME STATUS: i/-2WrPRESENTATI0N IN OPERATION 

GAME STATUS: REEL SCREEN TYPE 

0/1 = NORMAL/INTERNALLY-NOTIRED 

GAME STATUS: DEMONSTRATION DISPLAY IN PROGRESS 

BB 

RB RED 7 ALONG WITH D7 IN CONNECTION WITH WINNING TYPE 

REPLAY OR RB DURING BB 

DIAMOND 

DRAGON 2 

DRAGON 1 

FOUR CHERRIES 

TWO CHERRIES 
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WORK AREA 


LABEL 


AVAILABLE 
LOCATION 




QAMEST 




GAME STATUS 


PRDC.STS 




• PRESENTATION STATUS FLAG 


FPLY.CHK 




INTER-BONUS FLAG CHECK DATA 


WPLY.CNT 




COUNTER FOR COUNTING THE NUMBER OF GAMES 
AFTER ILLUMINATION OF WIN LAMPS 
(FOR CHANGING DISPLAYED SYMBOLS) 


RNKUP.FLG 




DISPLAYED-SYMBOL UPGRADE FLAG 
(FOR CHANGING DISPLAYED SYMBOLS) 




— i 




WAVEBIT 




GENERATED FLAG ' 


STOPCTR 




REEL STOP COUNTER 


BBPCTR 




NUMBER OF REMAINING BB GAMES 


JACGAME 




NUMBER OF AVAILABLE RB GAMES 


BNS.STGN 




BONUS STAGE (SHARED BETWEEN BB AND RB) 


PRSEIJLQ 




SELECTION-OF-PRESENTATION-BHNG-PERFORMEDFLAG 
(NORMAL GAME START COMMAND RECEIVE FLAG) 


PRE.CLS 




SIGN PRESENTATION VfPE 


RECH.CLS 




£/-ZWPRESENTATION TYPE 


BSND.BK 




BONUS SOUND BACKUP AREA 


SND.BAK 




SOUND BACKUP AREA 


RECCNT 




NUMBER OF RECBVED DATA SETS 


RXWPTR 




RECEIVED DATA WRITE INDEX 


RXRPTR 




RECEIVED DATA READ INDEX 


PINiEND 


2 


RNAL ADDRESS FOR CLEARING BACKUP DATA 


RXBUFF 


8*2 


RECEIVED DATA LOCATION 
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WORK AREA 


LABEL 


AVAIUVoLc 
LOCATION 


DESCRIPTION 


STP.PIC1 


1 


STATIONARY DISPLAYED-SYMBOL DATA 1 


STP_PIC2 


1 


STATIONARY DISPLAYED-SYMBOL DATA 2 


DSP_P1C1 


1 


DISPLAYED SYMBOL DATA 1 


DSP,PIC2 


1 


DISPLAYED SYMBOL DATA 2 


SQPTRBK 


2 


BACKUP OF PRESENTATION-SEOUENCE-CONTROL POINTER 


TXBUFWK 


7 


BUFFER FOR EDITING TRANSMISSION COMMAND 
AND FOR BACKUP 


TXERRWK 


3 


OEDfCATCD BUFFER FOR ERROR SCREEN 
DISPLAY COMMAND 


LST_RCMD 


2 


RNALLY-RECEIVED COMMAND 


ALCMD.Hl 


t 


COMMAND WHICH IS NOW BBNG ANALYZED, HIGHER BYTE 


ALCMO LO 


1 


COMMAND WHICH IS NOW BENG ANALYZED, LOWER BYTE 


BKCK-OAT 


1 


BACKUP DATA CHECK CODE 


RX.PHASE 


1 


RECEIVE SEQUENCE MANAGEMENT DATA 


RCVCMDH 


1 


RECEIVED COMMAND. HIGHER BYTE 


RCVCMDL 


1 


RECEIVED COMMAND. LOWER BYTE 


RCVBGC 


1 


ERROR DETECTION CODE ' 


RERR_CNT 


1 


RECEIVE ERROR COUNTER 


PRSQPTR 


2 


PRESENTATION-SEQUENCE-ACCESS POINTER 


PRSQTBK 


2 


PRESENTATIOhHSEQUENCE'ACCESS POINTER BACKUP 


TX^PHASE 


1 


TRANSMISSION SEQUENCE MANAGB^ENT DATA 


TXDATCNT 


t 


TRANSMISSION COUNTER 


TXBFPTR 


2 


TRANSMISSION-COMMAND-BUFFER-ACCESS POINTER 


TXBUFF 


7 


TRANSMISSION COMMAND BUFFER 


XOUTO 


1 


CONTROL OUTPUT PORT BACKUP 


SELRAND 


2 


RANDOM NUMBER FOR SELECTING PRESENTATION 


PR.TIMER 


2 


PRESENTATION-SEQUENCE-TIMING-AOJUSTMENT TIMER 


RX.TIMER 


1 


RECEIVEO-TIMEOUT-MEASUREMENT TIMER 


M_WATCH 


1 


MAIN-CPU-DOWN-MONITORING TIMf R 


TX.TiMER 


t 


TRANSMISSION MANAGEMENT TIMER 
(TRANSMISSION INTERVAL MEASUREMENT) 


DEMEDATA 


1 


DISPUYED-SYMBOL SELECTION TABLE NUMBER 


SREEL3K 


1 


CENTER DISPLAYED-SYMBOL SAVE AREA 


RREEL.BK 


1 


RIGHT DISPLAYED-SYMBOL SAVE AREA 


SD.WORK 


2 


SOUND RAM AREA, HEAD 


PLAY.NUM 


4 


RESTORATION-€FFECTIVE-S0UND-QENERATI0N-STATUS 
SAVE AREA 


HIT.NUM 


4 


PRIOranZED-SINGLE-SOUND-GENERATION-STATUS 
SAVE AREA 


DROP.CHK 


1 


DROPPED FLAG 
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SEQUENCE CONTROL TABLE 

BALLOON ^-ZV/(E^QULAR BONUS DETERMINATION PRESENTATION) 

BALLOON U-2H/miO BONUS DETERMINATION PRESENTATION) 

NORMAL U-Zm FAILURE SEQUENCE CONTROL TABLE . 

NORMAL U-ZHl WINNING, SEQUENCE CONTROL TABLE ' 

■ OSH/KURA U'ZHl FAILURE, SEQUENCE CONTROL TABLE 

OSHIKURA U-ZHl WINNDsiq SEQUENCE CONTROL TABLE 

BALANCING-ON-ROLLING-BALL U-ZHl RIGHT FAILURE, SEQUENCE CONTROL TABLE 
BALANCByiG-ON-ROLUNQ-BALL LJhZHl RIGHT WINNING 1> SEQUENCE CONTROL TABLE 
BALANCM^G-ON-ROLLING-BALL UhZtH RIGHT VWNNINQ 2. SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLUNG-BALL U-ZHj LEFT FAILURE, SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLLING-eALL LhZHL LEFT WINNING 1, SEQUENCE CONTROL TABUE 
BALANCING-ON-ROmNG-BALL U-ZHk LEFT WINNING 2, SEQUENCE CONTROL T/^LE 
BALANCING-ON-ROLLINQ-BALL U-ZHL CENTER FAILURE, SEQUENCE CONTROL TABLE 
BALANCING-ON'ROLUNG-BALU U-mL CENTER WINNING 1. SEQUENCE CONTROL TABLE 
BALANCING-ON-ROLLING-BALL. U-ZHl OBITER WINNING 2, SEQUENCE CONTROL TABLE 

POWERBALL 1. U-m, FAILURE SEQUBSICE CONTHOL TABLE 

POWERBALL 1, WINNING; SEQUENCE CONTROL TABLE 

POWERBALL 2, U-ZHU FAILURE SEQUENCE CONTROL TABLE , ; 

POWERBALL 2. Lhm, WINNING, SEQUENCE CONTROL TABLE 

POWERBALL 3, U^Sil FAILURE. SEQUENCE CONTROL TABLE 

POWERBALL 3, Lf-Z/g WINNING. SEQUENCE CONTROL TABLE 

RB STAGES 1 AND Z GAME. SEQUENCE CONTROL TABLE 

RB STAGE 3, GAME, SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2, FAILURE OF JACKPOT, SEQUENCE CONTROL TABLE 

RB STAGES 1 AND 2, WINNING OF JACKPOT. SEQUENCE CONTROL TABLE 

RB STAGE 3, GAME FAILURE OF JACKPOT. SEQUENCE CONTROL TABLE 

re STAGE 3, GAME WINNING OF JACKPOT. SEQUENCE CONTROL TABLE 

RB STAGE 3, EIGHT WINNINGS OF JACKPOT COMPLETED, SEQUENCE CONTROL TABLE 
RB STAGE 3. JACKPOT ENDED WITH PUNCTURES (FAILURES), SEQUENCE CONTROL TABLE 
R8 STAGE 3, JACKPOT ENDED WTTti WINNING PUNCTURES (FAILURES). SEQUENCE CONTROL TABLE 

RB TERMINATION, SEQUENCE CONTROL TABLE 

BB1> STAGE 2. START (TERMINATION OF RB PERFORMED DURING BB). SEQUENCE CONTROL TABLE 
BB2, STAGE 1 START (TERMINATION OF RB PERFORMED DURING BB), SEQUENCE CONTROL TABLE 

COMMON TO BB1 AND BB2, STAGE 3, START 

(TERMINATION OF RB PERFORMED DURING BB),SEQUENCE CONTROL TABLE 

BB TERMINATION 1 (BGHT WINNINGS IN RS3). SEQUENCE CONTROL TABLE 

BB TERMINATION 2 [PUNCTURES (FAILURES) IN RB 1 AND RB 2], SEQUENCE CONTROL TABLE 

BB TERMINATION 3 [PUNCTURES (FAILURES) IN RB 3l SEQUENCE CONTROL TABLE 

BB TEra^INATION 4 [PUNCTURES (FAILURES) IN NORMAL GAME], SEQUENCE CONTROL TABLE 
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1 BYTE 


b7 


ALARM SOUND (ERR.SVy) 


b6 


RESTORATION-EFFECTIVE SOUND (BQM.SW) 


b5 


PRIORTnZH) SINGLE SOUND (HIT.SW) 


b4 


TERMINATION SOUND (END.SW) 


b3 


RESERVED FOR FUTURE USE 


b2 


CONTINUOUS SOUND SW (END,SW) 


b1 
bO 


SETTING OF CHANNELS TO BE USED (CHI TO CH4) 


2 BYTE 


REPLAY LEVEL (0 T0127) 


3 BYTE 


PAN-POT SETTINGS (0 TO 127) 


4 BYTE 


PHRASE NUMBER (0 TO 127} 
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P0WERBALL3 Z/-ZWFA1LURE 

NO SOUND CAWATT SOUND OUTPUT) 

650ms 

SUPER i/-ZV/AOVANCEMENT SOUND 
167ms 

Do! EMERGENCE SOUND OUTPUT 

1100ms 

POWER BALL STRAINING SOUND 1 
1683m8 

POWERBALL ASCENDING SOUND 
933ms 

POWERBALL ASCENDING SOUND 
917ms 

POVIfERBALL ASCENDING SOUND 

367ms 

POWERBALL STRAINING SOUND MUTE 

700m8 

TARGET LOCK SOUND 
933ms 

POWERBALL THROWING SOUND 
350ms 

POWERBAU EXPLOSION SOUND 
ISQms 

POWERBALL EXPLO^ON SOUND 
187ms 

POVERBALL EXPLOSION SOUND 
1167ms 

.srmNQ-oowN sound 

NO WAIT 

END CODE 
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POWERBALL 3 U'ZHmmWQ 

NO SOUND (AWAIT SOUND OUTPUT) 

650ins 

SUPER Z^ZW ADVANCEMENT SOUND 

167nns 

Do! EMERGENCE SOUND OUTPUT 

1100ms 

POWER BALL STRAINING SOUND 1 

1683ms 

POWERBALL ASCENDING SOUND 

933ms 

POWERBALL ASCENDING SOUND 

917ms 

POWERBALL ASCENDING SOUND 

367fns 

POWERBALL STRAINING SOUND MUTE 

700ms 

TARGET LOCK SOUND 

933ms 

POWERBALL THROWING SOUND 

350ms 

POWERBALL EXPLOSION SOUND ~ 

TSOms 

POWERBALL EXPLOSION SOUND 

167ms 

POWERBALL EXPLOSION SOUND 

2000ms 

JUMP SOUND 

299ms 

LUCKY SOUND 

' 388ms 

JUMP SOUND 

567ms 

JUMP SOUND 

567ms 

JUMP SOUND 

567m8 

JUMP SOUND 

567 

JUMP SOUND 
NO WAIT 

END CODE 
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RB STAGE 3, TERMINATION OF BGHT WINNINGS OF JACKPOT 


POWERBALL STRAINING SOUND MUTE 


NO WAIT 


POWERBALL THROWING SOUND 


233ms 


POWERBALL EXPLOSION SOUND 


NDWAIT 


POWERBALL THROWING SOUND 


SOOms 


POWERBALL EXPLOSION SOUND 


ZSSOms 


EXPLOSION SOUND 


183ms 


EXPLOSION SOUND 


283m« 


EXPLOSION SOUND 


33ms 


EXPLOSION SOUND 


117ms 


EXPLOSION SOUND 


83ms 


EXPLOSION SOUND 


63ms 


EXPLOSION SOUND 


33ms 


EXPLOSION SOUND 


767ms 


EXPLOSION SOUND 


67ms 


EXPLOSION SOUND 


NO WAIT 


JUMP 


83ms 


EXPLOSION SOUND 


NO WAIT 


TOKEN PAYOUT 2 


467ms 


JUMP 


567ms 


JUMP 


567ms 


JUMP 


567ms 


JUMP 


2000ms 


END-WITH-PUNCTURES (FAILURE) SOUND 


625ms 


BB TERMINATION SOUND 


4669ms 


END CODE 
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RB STAGE 3. JACKPOT FAILURE WITH PUNCTURES (FAILURES) 



POWERBALL STRAINING SOUND MUTE 
NO WAIT 



DRAGON RRE 
1367ms 



SITTING-DOWN SOUND 
ISSOms 



DRAGON FIRE 
ISOOms 



Do! RAISED TO THE SKY 
100ms 



DRAGON'S LAUGHS 
2000ms 



BB TERMINATION SOUND 
4669ms 



END CODE 
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RB STAGE 3, JACKPOT WINNING ENDED WITH PUNCTURES (FAILURES) 

PCWERBALL STRAINING SOUND MUTE 

NO WAIT 

POWERBALL THROWING SOUND 

233ms 

POWERBALL EXPLOSION SOUND 

NO WAIT 

POWERBALL THROWING SOUND 

500ms 

POWERBALL EXPLOSION SOUND 

2667ms 

DRAGON nRE 

; 1500ms 

Do! RAISED TO THE SKY 

' lOOms 

DRAGON'S LAUGHS 

' 2000fn8 

BB TERMINATION SOUND ' 
4689ms 

END CODE 
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SOUND OUTPUT REQUEST CONTROL CODE 



NONSD 


Q 


mcoaN 1 M 1 luix ocuuuNuc lAJN I KUL Uf\ 1 /\ NU oUUND OUTPUT 




OFFH 


rrccjciN r /\ \ lujv i>tuutJ>KJt uUN 1 ROL DATA, TERMINATION OF SEQUENCE 


REPSO 


OFFH 


rncociN 1 A 1 luixj ocUUtPiLt UUN IrtOL DATA ^tht 1 1 1 lON OF SEQU^GE 


O L/ 1 v/vi f\y\ 


0 


ivtAAiMUM iNUMdcK Ur oOUND dACKUP 


SDRFSFT 


OFOH 


o^unu iivi 1 i/\ljlJ\ I lUN KcQUcoT 




1 

1 






« 


r no 1 OLIO kil ITET 




J 


r AO 1 /^UO kit ITTC 

L u J J una MUTc 


nppd 


A 


L 04 J On4 MUFc 




D 


L uo J ANUMALOUS OPERATION ALARM SOUND, MUTE 




A 

V 


r nft 1 CDDDD or\i iMr\ 
L J cKnUK oUUND 




7 


r m 1 nn qxadx c/^i iKir\ < 




Q 
O 


r OA 1 RR QTADT C/^l IMr\ O 


SD RBHIT 


Q 


r OQ 1 RR ^TART QHtlMn 
L V» J no olAm oUUriL/ 


SD WLMP 


10 


r lO 1 WIMMTKin nPlXDMIKlATtrtKi c/M iKin 
t rv J fVIJNrfinu Uc 1 CKMlNA i lUN aUUNU 


SD JAC[N1 


11 

1 t 


Fill .lAO IM <sni iMn 1 
L 1 1 J uMw in owuriu 1 


SD JAn[N9 


1 4 


r 19 1 lAf^ fM CAI IMn 0 




11 
1 O 


rill lAf^ fKi IMn 0 


SD RRRHMI 




r 1A 1 RR nOPDATlOM CrM iKir^ i 
L ilj no UrtnAIIUiN oUUND 1 




1 ^ 

1 D 


I iO j Kd L/KtKAIlON SOUND 2 


5!D RRRHMI 


1R 
1 D 


L to J bits UrtnAilUN SOUND 1 


SD_BBBGM2 


17 


C 17 ] BB OPERATION SOUND 2 


SD_BBBGM3 


18 


[ 18 ] BB OPERATION SOUND 3 


SD.OVER 


19 


[19] PLAY-OUT SOUND 


SD.BBEND 


20 


[ 20 ] BB TERMINATION SOUND 


SD.WAIT 


21 


[ 21 ] REEL SPINNING DISABLE SOUND 


SD_P71 


22 


C 22 ] BB OPERATION EXPECTATION SOUND 1 {U-ZHJi 


SD_P72 


23 


[ 23 ] BB OPERATION EXPECTATION SOUND 2 


SD.PAYt 


24 


C 24 ] TOKEN PAYOUT SOUND 1 


SD.PAY2 


25 


[ 25 ] TOKEN PAYOUT SOUND 2 


SD.JAC 


26 


[ 26 ] JACKPOT WINNER 


SD.STT1 


27 


[ 27 ] REEL SPINNING SOUND 1 


SD.STT2 


28 


C 28 ] REEL SPINNING SOUND 2 


SO.MIN 


29 


[ 29 ] TOKEN INSERTION SOUND | 
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SD.STPI 


30 


C 30 ] REEL SPINNING STOP SOUND 1 


SD,STP2 


31 


[ 31 ] REEL SPINNING STOP SOUND 2 


SD.STP3 


32 


C 32 ] REEL SPINNING STOP SOUND 3 


SD.RPLY 


33 


[ 33 ] REPLAY SOUND 


SD.LOGO 


34 


[ 34 ] APUZESOWD LOGO 


SD_RECH 


35 


t 35 3 NORMAL U-ZH/ SOUND 


SD.SPRCl 


36 


[ 36 ] SUPER Lf-ZH/SOUND 1 


SD.SPRC2 


37 


[ 37 ] SUPER ^-iWSOUND 2 


SD.LUCK 


38 


[38] LUCKY 


SD.PSRC 


39 


[ 39 ] COMMON TO OSHIKUBA U-ZfffGAMES 


SD.PSOUT 


40 


[ 40 ] OSHIKURA U-ZHl. FAILURE SOUND 


SD_APDWN 


41 


C 41 ] OSHIKURA U-ZHk DROP OF APPLE 


SD.PBDO 


42 


[ 42 ] POWERBAa U-ZHI, Do! EMERGENCE SOUND 


S0_PBSV1 


43 


[ 43 ] POWERBALL STRAINING SOUND 1 


S0_PBSV2 


44 


[ 44 ] POWERBALL STRAINING SOUND 2 


SD.PBUP 


45 


[ 45 ] POWERBALL ASCENDING SOUND 


SO.PBTQ 


46 


C 46 ] POWERBALL i/-ZMTARGET LOCK SOUND 


SD.PBTW 


47 


[ 47 ] POWERBALL THROWING SOUND 


SD.PBBM 


48 


[ 48 ] POWERBALL EJOSLOSION SOUND 


SD.BLNC1 


49 


[ 49 ] BALANCING-ON-ROLUNG-BALL ^/-ZWBALANCINQ SOUND 1 


SD.BLNC2 


50 


[ 50 ] BALANCING-ON-RQLUNQ-BALL i/-Z///BALANCINQ SOUND 2 


SD_BLNC3 


51 


[ 51 ] BALANCING-ON-ROLUNQ-BALL i/-2WfBALANCINQ SOUND 3 


SD.BVIC1 


52 


[ 52 ] BALANCtNG-ON-ROLLINQ-€ALL U-ZHIS/OICE. A (YAHH) 


SD.BVIC2 


53 


[ 53 ] BALANCING-ON-ROLUNQ-BALL i/-2WV0ICE 2 (YOHH) 


S0_BVIC3 


54 


[ 54 ] BALANCINQ-ON-ROLUNG-BALL U-ZHfVOlCE 3 (HAHH) 


SD_BVIC4 


55 


[ 55 J BALANCING-ON-ROLUNG-BALL U-ZH/VOICE 4 (OOF) 


S0_BVIC5 


56 


[ 56 ] BALANCING-ON-ROLUNG-BALL U-ZH/VOICE 5 (TOORYA) 


SD.BV!Cfl 


57 


[ 57 ] BAUNCING-ON-R0LUNG-8ALL I/-ZWVOICE 6 (AUGH) 


SD.BRHTl 


58 


C 58 ] BALANONG-ON-ROLLJNG-BALL WINNING SOUND-EFFECTS 1 
CVICTORY) 


SD_BRHT2 


59 


[ 59 ] BALANCJNG-ON-ROLLING-fiAa WINNING aDUi^fl>-eRFECTS 2 (JUMP) 


SD.BRHr3 


60 


[ 60 ] BALANCaNQ-ON-R0LUN0-6ALL WINNING SOUND-EFFECTS 3 

(FAR JUMP) 


SD.BRBGM 


61 


[ 61 ] BALANCING-ON-ROLUNG-BALL BGM 


SD.SRING 


62 


[ 62 ] SUPER ZThZM ADVANCEMENT SOUND 
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SO.BLNRC 


63 


[ 63 ] BALLOON U-ZHIBQM 


SD.RNBOW 


64 


[ 64 ] RAINBOW HARP 


SD,PRE 


65 


[ 65 ] SIGN SOUND 


SD.CQET 


66 


[ 66 ] SOUND OF GETTING TOKENS DURING SMALL-JACKPOT 
COMBINATION GAME 


SD.DRGFR 


67 


[ 67 ] DRAGON HRE 


SD.DRQLH 


68 


C 68 ] DRAGON'S UUGHS 


SD.DODIE 


69 


I 69 ] Do! RAISED TO THE SKY 


SD.CDWNS 


70 


[ 70 ] PUNCTURE COUNTDOWN 5 


SD.CDWN4 


71 


[ 71 ] PUNCTURE COUNTDOWN 4 


SO.C0WN3 


72 


[ 72 ] PUNCTURE COUNTDOWN 3 


SD_CDWN2 


73 


t 73 ] PUNCTURE COUNTDOWN 2 


SD.CDWN1 


74 


[ 74 ] PUNCTURE COUNTDOWN 1 


SD_PRET 


75 


[ 75 ] PUNCTURE-RESTORATION SOUND 


SO.PEND 


76 


( 76 ] PUNCTURE-END SOUND 


SD_DERC 


77- 


[ 77 ] DETERMINED i/-2MS0UND 


SD_DESP 


78 


[ 78 ] DETERMINED U-ZH/STOP SOUND 


SD.RCVC 


79 


[ 79 ] SITTING-DOWN SOUND 


SD.LSGO 


80 


[ 80 ] SOUND FOR ENTERING DEVICE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT.GAME 


SD.RiOIPI 


81 


[ 81 ] SYMBOL DISPLAYED ON UQUID CRYSTAL DISPLAY, 
UPGRADE SOUND 1 (BB DETERMINATION) 


SD_RKUP2 


82 


[ 82 ] SYMBOL DISPUTED ON UQUID CRYSTAL DISPLAY, 
UPGRADE SOUND 2 (RB DETERMINATION) 
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SOUND OUTPUT DATA TABLE 



1 pwi Ml ITT r»nnc 












^ /^LIO Hill ITT? r^r\T\c 






4. On4 MUTc CODE 






5. ALARM SOUND MUTE 






6. ANOMALOUS OPERATION ALARM SOUND 






DB 


RB'+ 
CHI 


^ SOUND TYPE: ALARM SOUND + 
CONTINUOUS SOUND + CHANNEL 
1 TO BE USED 


UO 


20 


LEVEL SETTING 


DB 


CENTOR 


PAN-POT SETTING 


DB 


0 


PHRASE NUMBER 


7. START SOUND 1 FOR DEVICE FOR INCREASWG 
OONTTIWOUS OPERATION OF JACKPOT 






DB 


Hn:sw+ 

CHI 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


80 


LEVEL SETHNG 


DB 


CSflER 


PAN-POT SETTING 


DB 


1 


DISTINCTION BETWEEN MONO/ 
STEREO SOUND, PHRASE NUMBER 


8. START SOUND 2 FOR DEVICE FOR WOREASWG 
CONTWUOUS OPERATION OF JACKPOT 






DB 


HEr.SW+ 
CHI 


SOUND TYPE: PRIORITIZED SINGLE 
SOUND <■ CHANNEL 1 USED 


DB 


70 


LEVEL SETTING 


DB 


CEhfTER 


PAN-POT SETTING 


DB 


2 


PHRASE NUMBER 


START SOLflMD FOR DEVICE FOR INCREASING 

(X}ntmjous operation of jaq^^t 






DB 


Hnr.sw+ 

GHl 


SOUND TYPE: PRJORmZED SINGLE 
SOUND + CHANNEL 1 USED 


DB 


75 


1 CV/Cl SPTTIMO 


DB 


CENTER 


PAN-POT SETTING 


DB 


3 


PHRASE NUMBER 


10. WINNING DETERMINATION SOUND TYPE 






OB 


CH3 " 


SOUND TYPE; PRIORITIZED SINGLE 
SOUND + CHANNEL 3 USED 


08 


20 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


3B 


4 


PHRASE NUMBER 
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11.JAC1 IN SOUND 






DB 


Hrrsw-f 

CHI 


■ SOUND TYPE- PRtORITITPrt ^iMni P 
SOUND + CHANNEL 1 USED 


OB 


75 


LEVEL SETTING 


DB - 


CENTER 




DB 


R 


nnrv\ou nuMotn 


12. JAG 2 IN SOUND 






08 


urr CW + 

ru 1 _o ¥ f ^ 

CH1 


SOUND + CHANNEL 1 USED 


DB 


75 


1 FV/FI QPTTTMn 
L-CVCU ^Cl.lliNUl 


OB 


CENTER 


PAN-POT SETTING 


DB 


6 


PHRASE NUMBER 


13. JAC3IN SOUND 






DB 


Mrjsw+ 

CHI 


SOUND TYPE PRIORITIZED SINGLE 
SOUND + CHANNEL- 1 USED 




100 


LEVEL SETTING • 


uo 


CENTER 


PAN-POT SETTING 




7 


PHRASE NUMBER 


1 4. START SOUND 1 FOR DEVICE FOR 1NCREASB«3 
wUNIinuuUo UHtrvSliUIM Ur aAUrVrOI 






DB 


BGM.5V\( 
+ REP + 
Oil 


SOUND TYPE: 
RESTORATION-EFFECTIVE SOUND 
+ CONTINUOUS SOUND + 
CHANNEL 1 USED 




75 


LEVEL SETTING 


uo 


CENTER 


PAN-POT SETTING 


DB 


fl 
o 










15. START SOUND 2 FOR DEVICE FOR INOFEASttSlG 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BGM.SW 
+ FS> + 
CHI 


SOUND TYPE 
RESTORATION-EFFECTIVE SOUND 
+ CONTINUOUS SOUND + 
CHANNEL 1 USED 


DB 


100 


L£VEL SETTING 


OB 


CEhfTER 


PAN-POT SETTING 


DB 


9 


PHRASE NUMBER 
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1 6. START SOUND 1 FOR DEVICE FOR WCREASINC 
OOMTMJOUS OPERATTON OF JACKPOT 






DB 


BGM.SV^ 
+ REP + 
CHI 


f SOLBvD TYPE REST0RA7I0N-5TECnVE 
SOU^D + OONIMJOIS SOUND + 

CHANNEL1USED 


DB 




1 PV/Pi cpmwft 


DB 


CENTEF 




DB 


10 


PHRASE NUMBER 


1 7 START SOLINin 9 PDR npMinp phr iKionPACiKir 
CONTINUOUS OPERATION OF JACKPOT 






DB 


BQM,SW 
+ RBP + 
CHI 


SOUlvD TYPE RESTORATlOhFffFECnvE 
oOUlVD + CONT^UOUS SOUND + 


D8 


70 




DB 




□ AM— DAT CCTTIWr* 


DB 


1 1 




ia START SOUND 3 FOR DESACE FOR INCREASING 
CONTINUOUS OPERATION OF JACKPOT 






DB 


CHI 


SOUND TYPE RESTORM10N-B7H3TIVE 

CHANff^FL 1 Ll^S^ 

W UwXl Hill, 1 uocu 


DB 


80 


LEVEL SFTTTNO 


DB 


CENTER 


PAN-POT SETTING 


DB 




DUDACC Ml i&4C»cra 

rrlRAoc NUMocK 


19. PLAY-OUT 






DB 


□UiViJoVV 
CHI 


SOUND TYPE RESTORATION-EFFECTIVE 

CHAffi^a^l USED 


DB 


20 


LEVEL SETTING 


DB 


CEMreR 


PAN-POT SETTTNQ 


DB 


13 


PHRASE NUMBER 


20. TERhiNATION SOUND FOR DEVK^E FDF 
INCREASWG CONTINUOUS OPERATION OF JACKPOT 






DB 


+CH1 


SOUND TYPE: TERMDJATION 
SOUND + CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


OB 


H 


PHRASE NUMBER 
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21. REEL SPINNING DISABLE SOUND 






OB 


REP + 
CH2 


SOUND TYPE GeERAL+ CONTTNUOUS 
SOUND +■ CHANNBL 2 USED 


DB 


20 


LEVEL SETTING 


OB 


CENTER 


PAN-POT SETTING 


DB 


15 


PHRASE NUMBER 


22. SOUND 1 FOR EXPECTING WINNING FOR 
DEVICE OF INCREASING CONTINUOUS 
OPERATION OF JACKPOT 






DB 


CHI 


SOUND TYPE GENERAL + 
CHANNEL 1 USED 


DB 


80 


LEVEL SETTING 


OB 


CENTHR 


PAK-POT SETTING 


DB 


68 


PHRASE NUMBER 


23. SOUND 2 FOR£XPECTTNG WINNING FOR 
DEVICE OF INCREASING CONTINUOUS 
OPERATION OF JACKPOT 






DB 

- 


CHI 


SOUND TYPE GENERAL + 
CHANNEL 1 USED 


DB 


5D 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


17 


PHRASE NUMBER 


24. GAMING TOKEN PAYOUT SOUND 1 






OB 


eoMsw 

+ REP + 
CnZ 


SOUf© TYPE RESTORAT10N-e=FBCTlVE 
SOLRO + 00NT1NU0US SOIM} 
CHANNBL2USS> 


DB 


70 


LEVEL SETTING 


OB 


CEMTHR 


PAN-POT SETTING 


DB 


18 


PHRASE NUMBER 


25. GAMING TOKEN PAYOUT SOUND 2 






DB 


BC5M.SW 
♦ REP + 
CH2 


SOUND TYPE RESTORAHON-BFFEOTIVE 
SOUf«> + CO^fTlNUOUS SOUND + 
CHAI^2USED 


DB 


75 


LEVEL SETTING 


06 


CENTER 


PAN-POT SETTING 


DB 


19 


PHRASE NUMBER 



94 
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26. JACKPOT WINNING SOUND 






DB 


BGM.SW 
+ REP + 

UnZ 


SOLW) 17PE RESrORATlOW-EFFRJTlVE 
SOUND + (X3l«fnNU0US SOUND + 
CHANNEL2USGD 


uo 


70 


LEVEL SETTING 


UO 


CENTER 


PAN-POT SETTING 


uo 


20 


PHRASE NUMBER 


Aft uANic cil AnlilNu oUUNU 1 






DB 


GH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


no 


70 


LEV^L SETTING 


HA 


0 


PAN-POT SETTING 


nn 

UD 


21 


PHRASE NUMBER 


^0. uAMc STAKIlNu SOUND 2 






DB 


GHZ 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


Uo 


80 


LEVEL SETTING 


no 


0 


PAN-POT SETTING 


DB 






29.GAME TOKEN IMSERTION SOUND 






DB 




SOUND TYPE GENERAL + 
CHANNEL 2 USED 


DB 


80 


LEVEL SETTING 


DB 


RENTER 


PAN-POT SETTING 


DB 


23 


PHRASE NUMBER 


30. REEL STOP SOUND 1 






DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


DB 


120 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


24 


PHRASE NUMBER 



95 
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FIG. 66 



31. REEL STOP SOUND 2 






OB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


DR 


80 


LEVEL SETTING 


DB 


C3ENTER 


PAN-POT SETTING 




24 


PHRASE NUMBER 


32. REEL STOP SOUND 3 






DB 


CH2 


SOUND TYPE: GENERAL + 
CHANNEL 2 USED 


wo 


50 


LEVEL SETTING 


DR 


CBfTER 


PAN-POT SETTING 




24 


PHRASE NUMBER 


33. REPLAY OPERATION SOUND 






Da 


CH2 


SOUND TYPE: GENERAL 4- 
CHANNEL 2 USED 




40 


LEVEL SETTING 


DB 




HAN-POT ScTTING 


OB 


25 


PHRASE NUMBER 


34. ARUZeSOUHD LOGO 






08 


CHS 


. SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CENTO? 


PAN-POT SETTWG 


DB 


26 


' PHRASE NUMBER 


35. NORMAL U-ZHT 






DB 


CH3 


SOUND TYPE GENERAL ♦ 
CHANNEL 3 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


27 


PHRASE NUMBER 
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FIG. 67 



36. SUPER ZJ-ZWl 






DB 


CH3 


SOUND TYPE GENERAL + 


CHANNEL 3 USED 


DB 


30 


LEVEL SETTING 


DB • . . 


CENTER 


PAN-POT SETTING 


08 


28 • 


PHRASE NUMBER 


37, SUPER Lhmi 






DB 


CHS 


SOUND TYPE- GENERAL + 
CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


(£NTER 


PAN-POT SETTING 


DB 


29 


PHRASE NUMBER 


38. LUCKY 






DB 


CHS 


SOUND TYPE GENERAL + 


CHANNEL 3 USED 


DB 


35 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SFTTING 


DB 


30 


PHRASE NUMBER 


39. SOUND COMMON TO ""OSHIKURA U-ZHP 






DB 


CH3 


SOUND TYPE GENERAL + 


CHANNEL 3 USED 


DB 


10 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


31 


- PHRASE NUMBER 


40. FAILURE PRESENTATION SOUND TO 






""OShOKURALhZHT 






D8 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


D8 


32 


PHRASE NUMBER 



97 
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41. SOUND OF FALLING APPLE FOR 
""OSHIKURA U-ZHF 






DB 


REP+CH4 


SOUND TYPE RESTORATlOm-H-t ' 1 t\/F 
SOUND + CfWffvH- 4 USB) 


DB 


10 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


pa 


40 


PHRASE NUMBER 


4Z TK)VtlERBALL Do BCRGENCE SOUND 






DB 


CH3 


CHANNEL 3 USED 


DB 


30 


LEVEL SETTING 


DB 


CBTTER 


PAN-POT SETTING 


DB 


33 


PHrtASE NUMBER 


43. TOWERBALL Lh-ZHt STRAINING SOUND 1 






DB 




~ S0UM}«i-CHANNa.4USED 


DB 


20 


LEVEL SETTING 


DB 




PAN-POT SETTING 


DB 


35 


PHRASE NUMBER . 


44. "POWERBALL U-ZHF STRAINING SOUND 2 






DB 


CH4 


SOUND TYPE: GENERAL* 
CHANNEL 4 USED 


OB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETmG 


OB 


34 


PHRASE NUMBER 


45. 'POWERBALL LhZHt PB ASCENDING SOUND 






DB 


CH3 


SOUND TYPE GENERAL + 
CHANNEL 3 USED 


DB 


20 


LEVEL SETTING 


DB 


CEMTER 


PAN-POT SETTTNG 


DB 


36 


PHRASE NUMBER 



98 
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46. "POWERBALL U-ZHF TARGET LOCK 






DB 


CH4 


SOUND TYPE: GENERAL + 


DB 


30 




D8 


10 


PA M— DOT Qcmwr* 


08 


37 




47. "POWERBALL U-ZHT THROWING SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 




LEVEL SETTING 


DB 


UcNlbK 


PAN-POT SETTING 


DB 


38 


PHRASE NUMBER 








DB 


cm 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB ' 


85 


LEVEL SETTING 




10 


PAN-POT SETTING 




39 


PHRASE NUMBER 


48. dAUVNCINQ-ONt<OUJNQ-BALL LhZHT 
00PSS0UND1 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


0 


■•• PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 


50. 'BALANCaNG-ON-ROLLING-BALL LhZHT 
00PSSOUND2 






DB 


CH4 


SOUND TYPE GENERAL + 
CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


DB 


CEMTH? 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 



99 
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FIG. 70 



51. 'BALANaNGK>rHROIJJNGHaALLZ/-^ 
OOPS SOIMD 3 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


10 


LEVEL SETTING 


OB 


127 


PAN-POT SETTING 


DB 


41 


PHRASE NUMBER 


52, BALfiiHuNGrQtHV^ 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


OB 


CBSTTER 


PAN-POT SETTING 


DB 


42 


PHRASE NUMBER 


51 ^BAL^IOslQK>^H?0liJNQ-BALL 






DB 


0H4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


OB 


CEWTER 


PAN-POT SETTING 


no 


43 


PHRASE NUMBER 


54, •BALANCINCKDN-RO^ 






DB 


CH4 


SOUND TYPE: GENERAL ♦ 
CHANNEL 4 USED 


DB 


20 


LEVEL SETTING 


DB 


CEhfTER 


• PAN-POT SETTING 


DB 


44 


PHRASE NUMBER 


55. 'BAU^NCWQ-O^HWLUNQ-BA^JL LhZHt OOF 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


20 


L£VEL SETTING 


DB 


ce^fTER 


PAN-POT SETTING 


DB 


45 


PHRASE NUMBER 



100 



EP1111S58A2 



FIG. 71 



56. *BALANOINQ-OI*-ROLLING-BALL LhZHt 

TORYA 






D8 


CH4 


SOUND TYPE GENERAL + 
CHANNEL 4 USED 


DB 


35 


LEVEL SETTINQ 


OB 


CEMTER 


PAN-POT SETTING 


DB 


46 


PHRASE NUMBER 


57. 'BAUWCmHDN-ROUJhK^^ 






OB 


GH4 


SOUND TYPE GENERAL + 
CHANNEL 4 USED 


08 


35 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


47 


PHRASE NUMBER 


5a 'BAU^O^(^ON•^mJNG-BAUL LhiHt 
VICTORr 






DB 


CH4 


SOUND TYPE GENERAL + 
CHANNEL 4 USED 


OB 


35 


LEVEL SETTING 


OB " 




PAN-POT SETTING 


DB 


48 


PHRASE NUMBER 


59. 'BAl.AICMM)N-fmJNG-BALL IJ-2K JUM^ 






DB 


CH4 


SOUND TYPE: GENERAL + 
- CHANNEL 4 USB) 


DB 


5 


^ LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


49 


PHRASE NUMBER 


60. 'BAUWO»^G-O^H^OLLI^IQ-BALL U-ZHt FAR 

JUMP 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


15 


LEVEL SETTING 


DB 


CBiTER 


PAN-POT SETTING 


DB 50 


PHRASE NUMBER 
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FIG. 72 



61. BALANCXNG-ON-fK)LlJNQ-BALL LhZM 
DALANClNU-vN-nOIJJwBALL BGM 






D6 


BGMJSM 
+FEP+ 
CH3 


' SOUND TYPE 

RESTORATION-EFFECTIVE SOUND + 
CHANNELS USED 


DB 


25 


LEVEL SETTING 


Uo 


CB^R 


PAN-POT SETTING 




51 


PHRASE NUMBER 


DZ. bUHER L/-Znr/ADvANCtMcNT SOUND 






OB 


cm 


SOUND TYPE GENERAL + 
CHANNEL 4 USED 


OB 


15 


LEVEL SETTING 


Ua 


CENTER 


PAN-POT SETTTNG 


DB 


52 


PHRASE NUMBER 


63. BALLOON u-ZHI BGM 






DB 


BGM.SW 
+REP+ 
CHS 


SOUND TYPE 

RESTORATIOSHEFFECTIVE SOUND + 
CHANNEL 3 USED 


DB 


15 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


53 


PHRASE NUMBER 


64. RAINBOW HARP 






DB 


CH3 


aUUNU TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


40 


LEVEL SETTING 


OB 


CENTER 


PAN-POT SETTING 


DB 


54 


PHRASE NUMBER 


65i DEIBMNATION Do JUKP-SDEWISE 
SOUND 






DB 


OI3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


15 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


OB 


55 


PHRASE NUMBER 
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86. SOUND OF GETTING TOKENS DURING 
SMALL-JACKPOT COMBINATfON GAME 


1 




OB 


CHS 


SOUND TYPE GENERAL + 
CHANNEL 3 USED 


be 


70 


LEVEL SETTING 


D8 


127 


PAN-POT SErnNG 


D8 


56 


PHRASE NUMBER 


67, DRAGON RRE 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


ito 


LEVEL SETTING 


DB 




PANrPOT SETTING 


DB 


57 


PHRASE NUMBER 


68. DRAGON'S LAUGHS 






DB 




SOUND TYPE GENERAL + 
CHANNEL 3 USED 


DB 


50 


LEVEL SETTlNa 


DB 


to 


PAN-POT SETTING 


Do 


58 


PHRASE NUMBER 


69. Do RAISED TO THE SKY 






DB 


CH4 


SOUND TYPE: GENERAL ♦ 
CHANNEL 4 USED 


DB 


25 


LEVEL SETTING 


DB 


116 


PAN-POT SErnNG 


DB 


59 


PHRASE NUMBER 


70. FIVE 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


85 


LEVEL SETTING 


DB. 


CENTER 


PAN-POT SETTING 


DB 


60 


PHRASE NUMBER 
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71. FOUR 






OB 


CH3 


SOUND TYPE- GENERAL + 
CHANNEL 3 USED 


OB 


95 


LEVEL SETTING 


DB . 


CENTER 


PAN-POT SETTING 


DB 


81 


PHRASE NUMBER 


72. THREE 






OB 


CH3 


SOUND TYP^* nFMPQAi 4. 
CHANNEL 3 USED 


DB 


85 


LEVEL SETTING 


08 


CENTER 


PAN--POT SETTING 


06 


62 


PHRASE NUMBER 


73. TWO 






DB 


CH3 


SOUND TYPP* nPMPRAI 4- 
CHANNEL 3 USED 


DB 


85" 


LEVEL SETTING 


08 


CENIBR 


PAN-POT SETTING 


OB 


63 


PHRASE NUMBER 


74. ONE 






DB 


CHS 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


OB 


95 


LEVhLSbl lING 


DB 


CBRER 


PAN-POT SETTING 


DB 


64 


' PHRASE NUMBER 


75. PUNCTURE-RESTORATION SOUND 






DB 


CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


60 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


OB 


54 


PHRASE NUMBER 
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FIG. 75 



76. PUNCTURE TERMINATION SOUND (SEE YOU) 








CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


35 


LEVEL SETTING 


OB 


CENTER 


PAN-POT SETTING 


DB 




PHRASE NUMBER 


77. DETERMINED U-2HfS0Um 






no 


CHI 


SOUND TYPE- GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


66 


PHRASE NUMBER 


78. DETERMINED U-ZW STOP SOUND 






DB 


CH4 


SOUND TYPE- GENERAL 
CHANNEL 4 USED 


DB 


60 


LEVEL SETTING 


DB 


CBvmER 


PAN-POT SETTING 


DB 


67 


PHRASE NUMBER 


79. SITTING-DOWN SOUND 






Do 


■ CH3 


SOUND TYPE: GENERAL + 
CHANNEL 3 USED 


DB 


25 


LEVEL SETTING 


08 


CENTER 


PAN-POT SETTING 


DB 


67 


PHRASE NUMBER 


80. LETS GO SOUND 






03 


CH4 


SOUND TYPE GENERAL + 
CHANNEL 4 USED 


DB 


40 


LEVEL SETTING 


DB 


CENTER 


PAN-POT SETTING 


DB 


69 


PHRASE NUMBER 


81. BB DETERMINATION SOUND 






DB 


CH4 


SOUND TYPE: GENERAL + 
CHANNEL 4 USED 


DB 


40 


LEVEL SETTING 


DB 


CENie^ 


PAN-POT SETTING 


DB 




PHRASE NUMBER 


8Z RB DETERMINATION SOUND 






DB 


CH4 


SOUND TYPE GENERAL + 
CHANNEL 4 USED 


DB 


30 


LEVEL SETTING 


DB 


CBfTER 


PAN-POT SETTING 


DB 


16 


PHRASE NUMBER 
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FIG. 76 

SOUND CODE 



SOUND DATA 


INI 1 .CODE 


OEOH 


INITIALIZATION REQUEST CODF 


CMD.PLAY 


OFOH 


REPLAY START COMMAND 


CMD.QUrr 


OEOH 


REPLAY STOP COMMAND 


CMD.LEVL 


ODOH 


DATA FOR MERGING REPLAY 1 J=vn <y=T7TWn noMi^AMn 


CMD.LRL 


OCOH 


LEVEL INTERPOLATION SFTTfwn rriMMAKin 


CMD.PANP 


OBOH 


REPLAY PAN-POT SPTTlMft noMMAKin 


CMD.LPAN 


OAOH 


PAN— POT INTERPOl ATIOM QPTTfKin rnMUAwn 




080H 


BIT DATA REPR^SPNTTNn Al AOM QOI Ikin 


BGM_SW 


040H 


BIT DATA REPRESENTING 




RESTORATION-EFFECTIVE SOUND 


HIT.SW 


020H 


err data repf£senting PRiORmzED swgue souici 


END.SW 


010H 


bit DATA REPRESENTING TERMINATION SOUND 


- 

CLR.MEM 


008H 


THE NUMQFR OF PAM nPX/lPPQ Tn nc n\ CAocn 
WHEN TERMINATION SOUND IS GENERATED 


FILTER 


07FH 


DATA FOR EXTRACTING MUSIC NUMBER 


CH.MASK 


003H 


DATA FOR EXTRACTING CHANNEL NUMBER USED 


CHI ■ 


0 " 


CHANNEL 1 - 


CH2 


1 


CHANNEL 2 


CH3 


2 


CHANNEL 3 


CH4 


3 


CHANNEL 4 


CHANNELS 


4 


NUMBER OF ALL CHANNELS 


CENTER 


63 


CENTER IN ASSIGNED POSITION 


SDDT 


82 


* TOTAL NUMBER OF PIECES OF SOUND 


EXDT 


5 


♦ THE NUMBER OF SPECIAL COMMANDS mUE. et<0 


RESUME 


5 


♦ ERROR SOUND MUTE REQUEST NUMBER 


sooN^rr 


3 


REPLAY METHOD SETTINQ BIT 


REP 


000001 OOB 


BIT DATA REPRESENTING LOOP 


_RPPB 


040H 


OUTPUT PORT 
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FIG.77 



DURING NORMAL PLAY{GNRLRECH) 



^-ZWSIGN PRESENTATION 




^^Z///PRESENTATI0N SELECTION TABLE 


00 


01 


02 


03 


04 


05 


06 


NO U-ZHISIGU 
PRESENTATION 


NO £/-Zi4y PRESENTATION 


567^2 














NORMAL U-ZH/fAlLW£ 
PRESENTAHON 


2500 














OSHiKURA iy-ZW FAILURE 
PRESENTATION 


2O0O 




65S35 










PRESENTATION 
















POWERBALL 1 U-ZHI 
FAa.liRE PRESENTATION 


1000 








45875 






POWERBALL 1 LhZHI 
WINNING PRESENTATION 
















POWERBAUJ LhZH! 
FAILURE PRESENTATION 


300 








13107 






POWERBALL 2 IhZH! 
WINNING PRESENTATION 
















POWERBALL 3 ihZH! 
FAILURE PRESENTATION 


1 








6553 






POWERBALL 3 U-ZHI 
WINNING PRESENTATION 
















BALL RIQHT LhZHI 
FAILURE PRESENTATION 


800 












45875 


BAU RIGHT 

WINNING 1 PRESENTATION 
















BALL RIGHT U-ZW 
WINNING 2 PRESENTATION 




- 












BALANCtNG-ON-ROLUNG- 
BALL LEFT £/-^WFAILURE 
PRESENTATION 


200 












13107 


^ALANCING-ON-ROLUNG- 
8Aa LEFT i>ZWWINNING 
1 PRESEffTATlON 


















6ALANCING-ON-ROLUNG- 

BALL LEFT O-ZWWINNING 
I PRESENTATION 
















■ 


BALANCING-ON-ROLUNG- 
BALL CENTER 4/-Z/^ 
FAILURE PRESENTATION 


\ 












6553 




3ALANCING-0N-R0LUNG- 
BALL CENTER U-ZHS 
MNNING 1 PRESENTATION 
















* 


3ALANCING-0N-ROLUNG- 
BAU CENTER Ihm 
MNNING 2 PRESENTATION 
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FIG.78 



DURING NORMAL PLAY(GNRLRECH) 



LhZMBlOH PRESENTATION 


tWW/PRESENTATlON 


L/^ZW PRESENTATION SELECTION TABLE 


00 


01 


02 


03 


04 


OS 


06 


OSHJKURA LhZHISlQH 
PRESENTATION 


NO i/-Z///PRESENTATION 
















NORMAL U-ZH/FMLURt 
PRESENTATION 
















OSHJKURA Lf-ZHIFAIWRE 
PRESENTATION 


1 


65S34 












OSHIKUM U'ZH/YmmO 
PRESENTATION 
















POWERBALL 1 LhZHf 
FATtURE PRESENTATION 




1 












POWERBAU 1 LhZM/ 
WINNING PRESENTATION 
















POWERBALL 2 
FAILURE PRESENTATION 
















POWERBALL 2 LhZHf 
WINNING PRESENTATION 
















POWERBALL 3 
FAILURE PRESENTATION 
















POWERBAU 3 LhZHf 
WINNING PRESENTATION 
















8AUN0ING-0N-ROLUNG- 
BAU RIGHT U-ZHT 
FAILURE PRESENTATTON 
















BALANCING-ON-ROLUNG- 
BALL RIGHT U-Zfif 
WINNING 1 PRESENTATION 
















BALANClNQ-ChHROLUNG- 
BALL RIGHT LhZHf 
WINNING 2 PRESENTATION 
















BALANCINQ-ON-ROLLING- 
BALL LEFT LT-ZFy/ FAILURE 
PRESENTATION 
















BALANCING-ON-ROLLING- 
BALL LEFT iWWWlNNING 
1 PRESENTATION 
















BAUNOINQ-ON-ROLLING- 
8ALL LEFT lA-ZWWINNiNG 
2 PRESENTATION 


















BALANCING-ON-ROUING- 
SALL CENTER U-ZHf 
FAILURE PRESENTATION 


















BAIANCINQ-ON-ROLUNO- 
BALL CENTER I^-2W 
mNING 1 PRESENTATION 


















BALANCING-ON-ROLUNG- 
BALL CENTER LhZHi 
MNNING 2 PRESENTATION 
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FIG.79 



DURING NORMAL PLAY(GNRLRECH} 



LhZHISm PRESENTATION 




A/-ZWPRESENTATION SELECTION TABLE 


00 


01 


02 


03 


OA 


05 


06 


POWERBALL LhZHJ^\GH 
PRESENTATION 


NO £/-Z/^ PRESENTATION 
















NORMAL U-ZHfFMLW£ 
D Df^ c c KIT A Tinly 
















OSHIKURA LhZHfFAiLVHE 

D Dp C C KfT A. TlA M 
















OSHIKUM U-ZWWmiHO 
PRESENTATION 
















POWERBALL 1 U^ZH/ 
FAILURE PRESENTATION 








3S320 








POWERBALL 1 

WINNING PRESENTATION 
















POWERBAa 2 U-IH/ 
FAILURE PRESENTATION 








19861 








POWERBALL 2 LhZW 
WINNING PRESB^ATION 
















POWERBALL 3 U-ZM 
FAILURE PRESENTATION 








6^53 


- 






POWERBALL 3 LhZHI 
WINNING PRESENTATION 
















BALANCINGH^NH^OLUNG- 
BALL RIGHT U-ZHl 
FAILURE PRESENTATION 
















BALANdNG-ON-ROLUNG- 
BAU RIGHT 

WINNING 1 PRESENTATION 
















BALANCING-ON-RO LUNG- 
BALL RIGHT U'ZHf 
WINNING Z PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL LEFT FAILURE 
PRESENTATION 
















BALANCING-ON-RO LUNG- 
BALL LEFT Z/-ZMrWINNING 
1 PRESENTATION 
















BALANCtNG-ON-ROLUNQ- 
BALL LEFT U'27^WINNING 
2 PRESENTATION 
















BALANCING-ON-ROLUNG- 
BALL CENTER U-ZHT 
FAILURE PRESENTATION 


















BALANCING-ON-ROLUNG- 
8ALL CENTER U-ZHf 
WINNING I PRESENTATION 


















BALANCING-ON-ROI UNG- 
BALL CENTER ^^/^ 
VWNING 2 PRESENTATION 
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FIG.80 



DURING NORMAL PLAY(GNRLRECH) 



Lh^SSON PRESENTATION 




i^^PRESENTATlON SEUECTTON TABLE 


00 


01 


02 


03 


04 


05 


08 


BALANONG-ON-ROLUNQ-BALL 
^-aWRESENTATlON 


















WORMALZWWFAILURE 

3DCCCKrrATV*Mil 

"^ntoov 1 A 1 iUlM 
















PRESENTA7TC»I 
















PRESQSTTATION 
















FAfiURE PRESBnATlON 
















POVyERBALI1£^27lr 
Wf^PRESBfTATION 
















P0WB^BALL2Z^ZV 
FAEJURE PRESEhfTATlON 
















POWERBAU.2ih2M 
WINNINQPRE»^A110N 
















P0WERBA!JL3i:«W 
FAIUJFC PRESEhTTATION 

















P0WERBAa3Z>^ 
WINNMQ PRESSyfTATlON 
















SALANCaNG-OhH^LIMG- 
BfiiLBSSm LhZhff 
FMUREPRESENTA7KDN 








1 




39320 




BALANCt^Q-OhH^LUMQ- 

BALLRK3Hr/>-^ 

MNNMOIPRESEhiTATION 
















aALANQNQ-ON-ROUJNa- 
















BALAN(aNQ-ON-ROLlJNa- 
BALL LBT UhMFmSPE 
PRES6NTATOM 
















BAL^INQ-O^H«)UJNQ- 
BALL LBT IhZf^mmQ 
f PRESEKTATDN 


















BAtANCaN(»^H10lJLJ^IGh 
BALI l£FT l/-Z^VimNC 


















3ALAfOIG^KHI0LlJKR>- 

SAULCEMFERthM 

FAUfREPTCSENTAHON 


















aALANCD«M3N-R0ltWQ- 
BALICBOBIZA^ 
OWNING IPRESa^ATlON 


















3ALANCINCH)r<HC0UMQ- 
BAULCErnER^ZV 
/tfB^O#IG 2 PRES^fTATION 
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EP1111SS8A2 

FIGB1 



DURINQ NORMAL PLAY(GNRLRECH) 



LhZHrsm PRESENTATION 


Z/TaS7PRESEMTAT10N 


i/-ZhyPRESENTAT10N SEUECTION TABLE 




U 1 




no 


04 


OS 


05 


YAhf+IOOSIGN 
PRESENTATION 

- 


NO LhZHlPPESEmAmH 
















NORMAL Z^itfFAOJJRE 
















OSHSdJMLhZhff^mJPS. 
hTCtSENTATlON 












1 




rRtSBMTATlON 
















POWERBAULIiCA-iW 
FAULnEPRESEKTA-nON 
















POWERBALLI LhZhff 
WWNB^PRES^nATlON 
















FAHJLIRE PRESSmHON 
















POWERBAU.2^^ 
VVNNtlQ PRESQ^A-nON 
















POWERBALLS^^ 
FAaJURE PRESENTATION 
















P0WERBAUL3£^-» 

WINNING PRESENTATION 
















BALANONG-ON-ROLiJNG- 
BALL RKHT U-ZKFAMIPE, 

Fresa^ATioN 


















BALANaNCK)rHK>UJNQ- 
BALL reew £>-.^tfVWNNa«5 1 
PRESENTATION 
















BAUWCWGHDN-ROliJNG- 
BALL RIOTT I^iTmNNWQ 2 
PREOT^H'ATION 
















BALANCIN(><)N-miriQ- 
BAILIEFTZ^WFAIUL^ 
PRESBJTATKW 
















3ALANCINGK)fH%}Uf4a- 
BAU. LEFT IMVmWi^ 1 
•-ntScNTATlON 
















- 


3ALANCWG-0N-R0LIJNG- 
3AU. LEFT Lh2VW!NN!NQ 2 
=WSENTATION 


















9MLANC»«><}N-R0LUNG- 
3ALL CBfmR U-^A^UM 
:WSENTATION 












€5S3 




I 

\ 


3ALANCWCH>l-R0LiJNG- 
3AU. CENTER 
MNNWQ1PRESENTATK)N 
















I 
\ 
\ 


3AIANCWCK5N-ROLUNG- 
3AlLC&rTERZ^M 
UNND4G 2 PRESENTATION 
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RG.82 

iL/-.aWRESEhfrATION SELECTION TABL£ (DUFSNG imERNAaY-GENERATED BONUS GAME) BNFGRECH 



^/^SIGN PRESENTATION 


Z/-.aVPR£SBnrAT10N 


Z/-2WPRESBNTAT10N SELECTION TABLE 


00 


02 


07 


08 


09 


10 


18 


19 


PPESBfTAUOH 


MO i^^MPRESENTATTON 


58732 
















hjORMAL t/~Zrff FAILURE 
PRESEMTATION 


2S)0U 












58939 




OSt€KURA LhZyB FALURE 
PRESEm-ATlON 


2000 


65535 










200 




OSHKLff^ LhZf^YWNSK 
PRESENTATON 


















POWERBALLI LhZHf 
FAHJURE PRESENTATION 


1000 






9830 






1 




POWERBALLI £^s» 
WffsBSBNG PRESBfTATKDN 


















POWERBAa.2Z^i5V 
FAILURE PRSGNTATION 


300 






18384 






199 




P0WERBALL2t^ZV 
MNMNG PRESENTATION 


















P0WERBALL3/:ihW 
FMURE PRESENTATION 


1 






39321 






2000 




P0W5RBALL3Z^ZV 
WWNNG PRESENTATION 


















BALANCV^KH^N-ROLUNG- 
BALL RIGHT Z/-^ 
FAILURE PRESBTTATION 


800 










aann 


i 
1 




BALANGMhON^LUNG- 
3Aa RIGHT 

mWING 1 PRESENTATION 


















3ALANCff^O-ON-ROLJL^4G- 
aALL RIGHT 

2 PRESaiTATlON 


















3ALANCING-0N-R0LLING- 
3ALLLEFTZ/-2OTAILURE 
PRESENTATTON 


200 










1DJ04 


199 




BALANGMH)N-ROUJNQ- 
BALLLBTih^mMlNG 
t PRESENTATION 


















BALANCtKhON-ROUJ^ 
3AXLi£FT U-ZK)NmHQ 
2 PRESENTATION 




















SALANCffQ-ON-ROUMS- 

3ALlCe/TERZ/-^ 

FAIlJUREPRESQITATtON 


1 










39321 








3ALANCa^G-ON-R0UJNG- 
SALLCB^LhW 
WNINGI PRESENTATION 




















3A|>\NCMGr<)N-mLiJNG- 

3AaCBrTERZ>-^ 

mN{N02PRESBITA110N 
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FIG.83 

Z^^WPreSB^ATTON Sa£C7T0N TABL£ (DURWQ BSfTEFiNALLY-GENERATB) BONUS BNFGRECH 



£I-2HfSm PRES^HATION 



t^-ZVPRESBirATION 



i^-WPRESBTTATON SEIKTION TABLE 



00 



02 



07 



OB 



09 



10 



18 



19 



PRESEKTATION 



POWERBALLt/^iW 
WWNWGPRESB^ATION 



FAILURE PRESENTATION 



WWNWGPRESBfTATON 



POWER8ALL3I^^ 
FAIUJRE PRESENTATION 



P0WERBALL3ZAs» 
WNMNGPRESBsfTATlON 



BALANCINGK)N-ROLJJNG- 
BAU.RJCHTZ«W 
FAILURE PRESENTATION 



NO £/T^tfPRESENTATK)N 



NORMAL.^^FAILURE 
HHbSkNTATTON 



PRESQITATON 



PRESENTATION 



P0WERBALL1 Lh£fff 
FAILURE PRESENTATION 



BALANCINQK)N-ROUJNG- 
WWNWG 1 PRESENTATION 



BALANCWQ-ON-TOLUNG- 
BALLRK3HTZ/-ZV 
MNNINQ 2 PRESENTATION 



BALANCINQKDN-ROLlS^Gr 
BAU.l£FT^ZVFAILJLJR£ 
PRESBfTATION 



aALANCO«>^N-RDlUN& 
BALL LEFT Z^.»W»NNG 
PRESENTATION 



BALANCMQK)IH%)11JNGH 
BALL LEFT £/^miNMQ 
PRESENTATION 



aALANONO-CN-ROUJNQ- 
BALL CENTER i>T2W 
FAHLWE PRESENTATION 



BALANC»4Q-CN-R0UJNG- 
BALLCENTB^^iNr 

MNNINQ 1 PRESENTATION 



BALANCWG-ON-ROUJNQ- 
BALL CENTER ^i^iT 
MNNIMQ 2 PRESENTATION 



2000 



64535 



tooo 
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RG.84 



Z/^aVPRESENTATION SQECHON TABL£ (OURINQ INTBVMALLY-GENERA11D BONUS GAME) WIFGRECH 



Lh2MSm PRESEMTATON 


LhZHfPPESOnAJm 


i:/-ZWRESENTATON SELECTION TABLE 


00 


02 


07 


08 


09 


10 


18 


19 


POWERBAU. /ASSIGN 
PRESENTATION 

* 


HO Z^.aOTRESENTAT10N 


















3RESS^ATT0N 


















PRESENTATK)N 








* 










PRESENTATION 


















rUfVcnDALJL 1 Lrs£rB 

FAILURE PRES0ITA71ON 






12106 












POWERBAaiZ^ZV 

MMMTMR PDCgCMTATinM 


















30WERBALL2Z^ZW 
FAEURE PRESENTATION 


















P0WERBALL2 LhZhB 
MNWNG PRESB/TATON 


















POWERBALL3LhW 
FALUHc PRESEIMTATIUN 






32768 












IMNNMG PRESENTATION 


















BALAN(a^lCH)N-ROLiJNGr 
BALLRIGHT U'2m^mJ9E 
PRESB4TAT10N 






1000 












BALANQNG^O^f-RCAJUNGr 
BALL RIGHTl/^2WWMNiNG 
1 PRESENTATION 


















BALANCiNGK)hH«llJNG- 
2 PRESTATION 


















3ALANCt^lCK)N-nOLLB^ 
BALL LEFT //iZVFAILIiRE 
PRESENTATION 


















BALANCNGrON-RCHUNGh 
1 PRESENTATION 


















BALL LEFT i^iWWWNDMG 
2PRESENTATK)N 


















BALWCt^OON-nOLLflG- 
BALLC&ITERa-2Nr 
FAUiRE PRESENTATION 


















BALANCNGH>H«)LUNG- 

aALLcenER/«w 

MNNINQ1 PRESENTATION 


















3ALANCNCHX<fR0UJNO- 
BALLCa^riER i:A-2V 
WMONG 2 PRESENTATION 
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nG.85 

A^iTiyPRESEMTATION SBJECTTON TABLE (DURING INTCRNALLY-<^ERATHD BOWS GAME) BNFGffiCH 



ZAZVSICSN PRESBn-AHON 


^/-.^m^ESEKrrATION 


Z>2WPF«SENTATI0N SBJECTION TABLE 


00 


02 


07 


08 


09 


10 


18 


19 


BALA^la^K^o^H^ouJ^lG-e 

ALL i^ZVPRESENTATlON 


MO LhWPRESEKTTA'nON 


















I^RMALZ^ZVFAILJLJRE 
PRESEKTATION 


















^RESSfTATION 


















pRESErnrATON 


















POWERBAai 
FALUREPRESEMTATION 


















P0WERBALJ.1 U-2hff 
MNMNG PRESENTATION 


















P0WERBALL2ZAZV 
FADJLiRE PRESEKTATION 


















P0WERBALL2Z/TW 
h^nN^ffi4Q PRESENTATION 


















POWERBALiaZA-^ 
FAOJURE PRESEISTTATION 


















P0WERBAU.3Lf-^ 
MNNWG PRESENTATION 


















BALANCiN(><)N-ROLUNG- 
BALLRSGHTI^ZV 
FAOJURE PRESENTATION 










12106 








BALANONQ-OfffiOLLINGh 
BALL«GHTi^2M^ 
MNNING1 PRESENTATION 


















3ALANOiNQ-ON-R0mNG- 
WIWIWG 2 PRESENTATION 


















BALANC9^(H)N-R0LiJNG- 
BALLUEFTi^-WFAIUJRE 
PRESENTATION 










19661 










BALANOINGrON-ROlff^G- 
3AU. LEFT ^^.aVWMNG 
I PRESENTATION 




















BALANOINQ-ON-ROUMO- 
iPRESENTATTON 


















• 


3ALANCWGK)N-R01UNG- 
3ALL CENTER 
-MJUREPRESenATION 




















3ALANCm-0N-R0iJJNQ- 
3ALL CENTER tf-^ 
WBWG 1 PRESENTATION 




















SALANCNG-ON-ROLUNO- 

JAILCENTERI^-W 

UNNING2PFESENTAT10N 
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RG.86 



Lf-jftyPRESENTATON SELECTION TABUE (DURING I^f^ERNAaY~GBJERATED BONUS GAME) BhFGRECH 



LhZKWH PRESENTATION 


Z/i2VPRESENTATK)N 


Z/^aSPRESENTATION SELECTION TABLE 


00 


02 


07 


08 


09 


10 


18 


19 


YAH-WOSIGN 
PRESENTATION 


NO Lhztm&^Ktm 


















PRESENTATION 


















FAlUUREPRESENTATTOfJ 










1000 








VVmNQ PRESENTATION 






















































POVVcraALLZ 4/1^ 
FAOJUREPRESa^ATlON 


















P0WffBALL2ZjW 

iiABLfniir^ DOCtfCkJTATtr'm 
WWIlfIG PftSfc^^^ ATfljN 


















FAUUREPRESBTTATION 


















MlN}«X3Pf€SEN1V\TT0N 


















BALA^OCK)N-R0UJNG- 
BALL RGHT U-ZfS FALURE 
PRESEhfTATlON ' 


















BALANaNG-OI^»-ROLUN&- 
BAU- raOKT Z^^9tfWtMlNG t 
PRESafTATlON 








- 










BAL»ira«K)N-ROLL«Q- 
SALL nOHT //^'tf^WWC 2 
PRES&fTATlDN 


















aALANCm^ON-nOLUNd- 


















3ALANCOS|(H)N-ROIJLINQ- 
3AU.L£FT£A^mMQ1 
PRES&n-ATION 


















3Al>IO^CH)N-R0lJJNQ- 
3Aa LEFT £/;i^WDWIG 2 
PRESENTAHON 




















BAUV«aNG-ON-fiOUMGr- 

BALLCBITER^^aV 

FALJUREPRESefTATlON 










a2768 








• 


BAUtf^ONG-OfHmMQ- 

BAaGBTTERZ^ZV 

MMNNQlPRESBnATION 




















aALANO«K»mXJUN0- 

BALLCBnS£/i» 

M»MlG2PReSBrrAT10N 
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RGBT 



^ZVPRESENTAHON SELECTION TABLE (WIN LAMP BEING ILLUMtNATH)) 



U-ZHrSf!Shi PRESElvrrATlON 




i«?^PJ^ENTAT10N SELECTION TA8LE 


00 


11 


12 


13 


14 


15 


16 


17 


- 

• 


NO Lh2MPPES&JTAim 


















N0nMAL£>-.7^AaJUR£ 
PRESBTTA-nON 


2500 
















PRESEhnAHON 


2000 
















PRESBnVMION 






65535 












FAaUREPRESB^ATION 


IQQQ 
















VVWWNG PRESEWTATON 










13106 








POWERBAU2iA-W 
FAOJJRE PRESENTATION 


300 
















POWERBALL2Zjh2W 
MNNING PRESENTTATION 










19661 








FAILURE PREOT>n"A710N 


1 
















P0WERBALL3/>iW 
W8«^ PRESEKTAHON 










32768 








BALAI«WH»hROUJNG- 
BALL RFGHT Z/^V 
FAILURE PRESETTTATION 


800 
















BALANCWQ-ON-ROLLING- 
BALLRGKri/^ 
MNNING 1 PRESEhffATPN 














9175 




BAlANCa^CMJN-ROlJLWG- 

BALLRKSHTZ/H^ 

MNNMQ2PRESBnAT10N 














3932 




SAUN0INGK)hHOlJNQ- 
BAU LEFT //-im^AEURE 
PRESENTATION 


200 
















BALANONG-ON-ROLUNGh 
BALL LEFT Z/-2HrWlNNQ 
IPRES&nAllON 














13763 




BALANCaNG-ON-ROUJNGh 
BALL LEFT LMWWNNWG 
2 PreSENTATION 














5898 




BALANGKK)N-R01IJNQ- 
BALLCErrrER//^ 
FAILURE PRES9JTATON 


1 
















BALANCm-ON-ROlLWG- 
BAULCEI^nrERZ/-ZV 
MMN^IQ 1 PRESENTATON 














22937 




BALANC^NQ-ON-ROLUNG- 
3ALL CENTER lA^aV 
MNN9IG 2 PRESe^ATION 














9830 
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RG.88 



^ZWPRESENTATION SELECTION TABLE (WIN LAMP BBNG BJJUMINATH)) 



Lh2H^SSQN PRESBTTATION 




LhZH!PmsmAVOU SELECTION TABLE 


00 


n 


12 


13 


14 


15 


16 


17 


PRESe^ATION 


NO LhDiPPESB^ATJDti 


















PRESENTATION 


















PRESENTATION 


1 
















osHKimu-zmmmo 

PRESENTATION 




65535 














POW5R8ALL 1 
FAILURE PRESENTATION 


















P0WERBALL1 Lh2HI 
raNNDOG PRESENTATION 


















P0WERBALL2ZAsZV 
FAILURE PRESENTATION 


















PCW&^BALL2Ui2Hf 
WINNING PRESS^ATION ' 


















P0WERBALL3£^^ 
FAILURE PRES&rTAT!ON 


















POWERBALL3Z/-2W 
Wff#fiNG PRESENTATK)N 


















BALANCNQ-GN-nDLLJNG- 
3ALLRimTZ/i» 
FATULiRE PRESBTTATION 


















aALANaNG<}N-ROLLlNCh 
BAli.RiQHTL«W 
MNNMG 1 PR^ENTATION 


















BALANCaNQ-ON-RDLJLING^ 
BAILHKJHTZ^W 
^WNNWQ 2 PRESENTATION 


















BALANCMKMNI-ROLLMr 
BAIL UEFT :^i»FA]LUR£ 
PRESENTATKM 


















BALANONGKW-ROLUNth 
BALL UEFT £/-.?^^W»NNG 
IHHbSbWATlON 




















BALAN»IGK)N-ROLUNG- 
BAlXl£FrZ/iZVWMNING 
ZPRESeiTATION 


















BAtANCaNG-OPHmS^ 
BAULCenERZ^^ 
FAILURE PRESB^ATION 




















3ALANCIN&ON-R0LLINQ- 
BALL CENTER l^ZV 
mWl0 1 PRESENTATION 




















3ALANC]NCK)N-R0LLiNO- 

3ALL CENTER 

WN4INQ 2 PRESQITATim 
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FIG.89 

Z/-Z^RESENTATION SELECTION TABLE (WN LAhfP BEING LLJUMINATED) 











^PRESENTATION SaECTION TABLE 


00 


11 


12 


13 


14 


15 


16 


17 


POWERBALL Z^ZVSIGN 

PREsarrATiON 

■ 




















PRESTATION 


















PRESBfTATION 








- 










PRESBfrAliON 


















pfcsanAnoN 


















PFESBITATKJN 








6553 










PRESEhfTATION 


















pc»^eeALL2 

PRESBirAHON 








13107 










POWBSALL 3 i>!iM^AIJUni 
PRESBITATION 


















POWSmJ. 3 ^.^mNNlNG 
PRESEWTATOM 








45875 










3ALL nGHT Z>-.?#FMjURE 
PRESB^ATm 


















3ALA^ICffCK)tf^nULM>- 
BALLRK^ ZA?tfV^»M|ylG 1 
PFESEMTATION 




















BALANCmON-fOUMQ- 

BALL RKSHT i>.^tfWhWING 2 
PRESENTATTON 




















BALA^nKhO^hR0LiJ&JO- 
aAaiBTLhZUTFAUJRE 

PfmE^f^ATlON 




















aALANCWQ-OM-ROUJNQ- 
3AULlJEFr£«WVflNNNG1 
^^RES&rTATKDN 




















3AULlJEFTi^2WVyWNNG2 
'RESB^ATON 




















3ALANCMKXHmMQ- 

lALLCaiTBIZf^aVFAUUFE 

^RESEMTATION 




















MLANG8<1CH)N-R0LUNCH 
MLLCBITER ZZ-^ZWOMIG 
PFESBnATKM 


















E 
E 
! 


iAU^^K»XK3^H?0LiJ^lC>- 

PRESBOATION 
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RG.90 



//•^PRESENTATION SELECTION TABLE (WW LMff> BEING LLUMINATH)) 







Z«3WRESENTATK)N SafCTTON TABLE 




00 


n 


12 


13 


14 


15 


16 


17 


BALL Z^i^PRESaiTATION 
_ 


HO £^2?^PRES£NTA7I0N 


















NORMAL U-ZH^f^^XSf^ 
PRESENTATION 


















PRESBWVnON 


















FWSENTATON 


















POWBQAai 

pahjupe PREserrATX3N 


















PCWERBALL1 
WWWG PRESENTATION 


















POWERBAU2£/*4W 
FAfliJR£ PRESENTATION 


















mmG PRESENTAHON 


















P0WERBAU.3Lh9^ 
FAOJURE PRESENTATION 


















P0WERBAUL3/>^ 
WINING PRESNTATION 


















BALANCMQ-0N-R0L1J>JQ- 
BAa RIGHT ZWVFAIUiRE 
PffiSENTATlON 


















aALANCMQ-OTHVXIJNG- 

PRESENTATION 












4588 






BAIANCING-ON-ROUJNG- 
BAa RKSKT Z/-.»WMNING 2 
PRESENTATION 












19® 






BALANCMQ-ON-ROLUNO- 
BAULi£Fr U-ZHn=mS9E 
PRESENTATION 


















3AUNCINQ-0N-R0UJNG- 
PRESENTATION 












9175 






6ALANCNG-ON-R0LIMQ- 
BALL LEFT ^.^m^lNNG 2 
PRESENTATKM 












393Z 






3ALAN(»^KH)N-R0UJIQ- 
BAU CENTER 
FAILURE PRESENTATION 


















BALANC»KK3N-R0LIJNG- 

BAU CENTER 

WINN9^ 1 PRESe^ATION 




















BALAN(asKM)N-ROLUNG- 

PAa CENTER 

MNNNG 2 PRESa^ATION 
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RG.91 



^jytfPRESENTATION SB-ECTION TABLE (WIN LAMP BONO OIUMINATH)) 



LhZHfSm PRESENTATION 


IhZHfPPSS&fTMlON 


t^WPRESENTATlON SOECTTON TABLE 


00 


11 


12 


13 


14 


15 


16 


17 


YA^f-HOOSEN 
PRESBfTATlDN 


KK) thaW«SENTA7T0N 


















PRESENTATION 


















PRESENTATTON 


















PRESENfATON 


















pow0«Aaiz>--av 

FAUJURE PRESBfTATlON 


















WNNQ PRESENTATION 


















P0W5^BALL2Z/:2V 
FAILURE PRESENTATION 


















IWWNQ PRESENTATION 


















FALLfREPRESENTATOM 


















:>0WERBALL3Z/-^ 
VWWJG PRESefTAHON 


















BALL RK3HT /f-^FAUURE 
PRESENTATION 
















- 


SAL^NCINQ-0N-R01JJNG- 
BALL RKSKT U-ZMmimQ 
1 PRESENTATION 


















3ALANCM3-ON-ROU#IQ- 
BALL RtGKT //-.^imJNMG 
a PRESENTATION 


















3ALANCB«K)N-R0UJNQ- 
=raSENTATION 


















aALANCWCK)NH»LLNO- 
BALL L£FT /i^T^WINMNG 1 
Pf^SENTAinON 


















BALAN0D4CK>N-f«>LUNG- 
BALL LEFT //^.TmiNlNG 2 
PRESB^ATION 


















BALANCWGK>N-ROLLWG- 
BALL CENTER 
FAUURE PRESENTATION 




















BALANCINCM)hHROLLM&- 
BALLC^JTER^ZV 
AffNNNG 1 PRESENTATION 












32112 








BALANONG-ON-ROLIJNG- 
BALLCS^TER/^ZV 
AflNNING 2 PRESENTATION 












13702 






BAROON Z^ZVtBONUS OEtB^imfimtO 
















65535 
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RG.92 



BBRECHDATTAB1£ TOR SBJCTINQ SYMBOLS CTSPLAYB) WHEN BB GEN£RA-TON PreSENTATMNISEFFBCTH) 



TYre OF DISPUTED SYKBO. 


SAIMPUNG VALUE 


7 


19660 


Do 


26214 


CAKE 


9831 


COOKE 


9830 



F1G.93 



RBRECHDAT TABLE FDR SELECTWG SYMBOLS DBPUYH) WHEN RB GENERATION PRESENnTATTON IS EFFECTED 



TYPE OF DISPLAYH) SYVBOL 


SAMPLING VALUE 


BAR 


3276 


Do 


9830 


CAKE 


26215 


COOKIE 


26214 



RG.94 



MSRggHDATTABUE FOR SELECHNQ SYMBOLS DISPLAYED WCN U-2^mSPE PRESENTATION IS |=FFB3 i bU 



TYPE OF DISPLAYS) SYMBOL 


SAMPUNG VAUJE 


7 


3276 


BAR 


6553 


Do 


9830 


CAKE 


2293B 


COOKE 


22938 



F1G.95 

SYMBOL DISPLAYED ON OBfTER REB. W€N BALANONQ-OrHROmNQ-BAU- LhZHTHfiS FAOJED 



7EVP}«S SYMBOL 


CEMIER DBPtAYH) SYMBOL 


7 DISPLAYED ON EITHER SIDE RBB. 


SYMBOL DISPLAYH) IN CENTER = BAR 


BAR DISPLAYED ON EITHER SDE RSL 


SYMBOL DISPLAYED IN CENTER = Do 


Do DISPLAYED ON EITHER SIDE REEL 


SYMBOL DISPLAYH) IN CENTER = E 


CAKE DISPLAYED ON ETTHER SIDE REEL 


SYIVBOL DISPLAYED m CENTER = COOKE 


COOKIE DISPLAYED ON ETTHER RSL 


SYMBOL DISPUYBD W CENTER s 7 
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FIG.99 



SAKPUED VALUE 


WINNING 
DEFINITION DATA. 


GAHE-StARTiNG 

■ mm :. 




FLASB OArA TASj^ 9 1)1)«HOA0 DURING IpERliAL EUcTIM 




. .•• JO:.-.;. ■ 




paz; 


I'm.' - 






' ■ ot 'dr . 






.; C : 7 ■ 


15 IT. 


■ Nfl-'v ■ • • : 




T • NO . 


FUiSH; DA.TA' TA'BtE Q | WSS t« BORittt GAME; . 


2 25 


NO 


STARTING SOUND I 


NO - 


001 


NO 


STAfeTWG S0i?Nb '1 


5 


0 13 


NO 


St/mtlNG. SQilND 2 


NO 


0 l'3 


m 


$r)^RTif:N&^SOm 2 


NO 


obT 


NO 


'^Riri/NG. SPUNO 2. 


• : 2. 


001 


NO- 


STaM|;NG SOUSD- 2 


'3 


0 01' 


. NO 




5 


001 j 


NO 


: srARifMns; ^ounb 2 


NO 


FLASH DATA TABLE 1 | GRQUP 1 IN NO 


IHA£ GAME-j. 


169 


NO 


sTARirt'iiia ;sd^N[> 1 


NO 


006 


NO • 


STARTI NG' SOUND 1 


2 


00 3 


NO 


STARTING SetlNO .1 


3 


04 1 


NO 


STARTING SOUHD 2 


NO 


0 01 


NO 


STARTING SOUND 2 


7 


02 6 


. NO 


STARTING SOUND 2 


NO 


002 


NO 


STARTING SOUND 2 


6 


0 1 0 


NO 


STARTING SOUND Z' 


NO 


O04 


NO 


STARTING SOUND 2 


2 
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FIG. 100 



1 SAMPLED VALUE 


WfNNiNG 
DEFINITION DATA 


GAME-STARTIWG 
SOUND 


BLtNirilte PATTERN AFTER 
STOPPIK AU KEBLS 


PUSH DATA TABLE 2 | OG iN NORUAL GAUE . 


188 


• «0 . . 


STATING. SpyND. T 


■ NO 


0 1 0 


. NO'. .. ■ 




.• 1 


. . 002 


HQ ■ 






.q.Q 1 


.■: . ' Np - ;• ' 




.=• •• .m... ... 


POI .; 








0 13 






..■ m 


036 


NO. 




NO- 


001 






: 1— 


00 4 


m . . 


STARTiNiS. -SOUND' 2 




FLASH DATA TABLE 3 j DIAMOND IN NORiiAL GA1I@ 


1 1 3 


NO 


STARTtWa SOt/WD 1 


NO • 


002 


NO 


■sTARTiwe soyiidT 


4 


00 1 


NO . 


sTAmNG^soyND' 1 : 


s- 


00 2 


NO 


sMT-riiG. SOUND 2 . 


NO 


018 


NO . 


STAiBTjH6.1S&p.Mff 2 


4 


1 2 0 


NO 


STAI^IH'G SdUtfD-2 


NO 


FLASH DATA TABLE. 4 | REPLAY IN NORM 


ILOAJIE. 


1 9 6 


NO 


stAfirrNG ^imn i 


NO 


0 10 


MO 


STARTING SOUND 1 


1 


002 


. NO 


STARTING SOUND 1 


6 


02 2 


NO 


STARTING. SOUND 2 


NO 


0? 2 


NO 


STARTJNG SOUND 2 


NO 


001 


WO 


STARTING SOUND 2 


NO 


001 


NO 


STARTING SOUND Z 


NO 


00 1 


NO 


STARTING SOUND- 2 


2 


0.0 1 


NO 


STARTING SOUND 2 


6 
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FIG.101 



SAUPLEO' VALUE 


1 IfNHING 

1 QEFINITrOH DATA- 


1 GAUE-STARTIWG 
j SOUND 


1 BLINKING PATTEJlll AFTER 
STOPPISfi ALL K£L5 ™ 


I fMlSH DATA TABLE 5 i BB.RB' Mt NQRliAt CAME 


1 1 ^ 4 


m 


5TAll:Tj»6 .$0UND: I 


. . NO J 


1 




. ifTAlffiifS'>Sl5gf(ff;i 


> I 


j. . . . . . 0 01 . 


YE? •.. .; 




7 \ 


1 bq I 


YES: 




a- _ . . i 


I. 


NO. 


.srARii:«)3:.$aUMi2: 


NO . j 


J 00 i 


flO 


STARtil^.S0Ulilff2 


7 j 


1 0 2 0 


. M- 


, STARIJNG.StHlNfrliz' 


NO ^ j 


1 ' 005 


NO 


STARTING 5G3/Nb-.2 


z j 


1 0.2 0 


NO 


STARTlfte SOUilff 2 


NO j 


1 ' 002 


. HO STARTING SODND i 


2 1 


{ 0 04 


YES 


STARriiNG SOBNO 2 


5 I 


1 0 2 6 


NO 


■STARf*ISfl3..SOUNl).2 


NO 


1 0 Q4 


NO'- 


STARliNS; SfliiND. 2 


3 1 


1 04 5 


NO 


stmm $mu 2 


80 1 




NO 


STARTlfllG.S0UN0;.2 


s I 


FLASH OATA TABLE 6 { ULSS DURING iNTERklAL ELECTrON.QF BB OP PR 1 


1 T 54 


m 


STARTING SOUND 1 


HO J 


1 006 


NO 


STARTING SOUND 1 


5 • 1 ■ 


1 00 6 


YES 


STARTING- SOUND '1 


3 I 


1 Oil 


YES 


STARTING SOUND 2 


4 I 


1 - 0 12. 


YES 


STARTING SOUND 2 


.5 j 


1 005 


HO 


STARTING SOUND 2 


2 1 


1 0 3 5 


»0 


STARTING SOUND 2 


3 1 


1 027' 


NO 


STARTING SOUND 2 


5 I 
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FIG.102 



SAMPLED VALUE . 


WINNING 
OEFIKITKON DATA. 


. GAME-STARTING 
SOUND 


BLfNKjjiC PATTERH AFTEK 

JTOPPIKG Au. 8aas ••• 


. FLASH DATA TABLE 7 | GROUP LOURING INTERNAL ELECTIOW OF BB <IR «B 


02 7 


.NO 


STARTrj«e.5DUl5lD 1 


■ HO 


028 


NO 


STARTpiS^$p.Ojj^ 


2 . 


042 


. H O. . 


stARri!iie:.sqyNp.j 


3 


00 3 


YES 


STARnNG' StU/lID T 


B -. 


00 1 


NO 


STARTiliTG SOUND 2 


NO 


0 Z 1 


Nd 


STARTiNG- SOUND 2 


7 


0 38 


NO 


STAlH-pNiS SOUND 2 


NO 


006 


NO ' 


STARTING SOUND 2 


6 


0 85 . 


WO 


. STARTWG = SdUND 2 


NO 


005 


NO 


STARTING SijiiND' 2 


.2 


PUSH DATA TABLE i I Be.REPLAY DURING IMTERKAV EtECTiO 


H OF BB OR RB 


079 


NO 


STARTfUiG SOUND 1 


NO 


02 1 


NO 


srARTlNG SilUNp 1 


1 


0 14 


YES 


StAilTiiilGSOOiilD 1 


5 


0 1 4 


NO 


STARTING sm .1 


6 


0 2 3 


NO 


STARTING SQliND 2 


NO . 

■ ~ 


0 2 0 


NO 


STARTING SOUND 2 


NO 


001 


NO 


STARTING SOUND 2 


NO 


0 1 9 


NO" 


STARTING SOUND 2 


6 


036 


NO 


STARTING SOUND 2 


. NO 


004 


• NO 


STARTING .SOUND 2 


2 


025 


YES 


STARTING SOUND 2 


7 { 
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F I G. 104 
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F I G. 107 




F I G. 108 
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F I G. 109 




FIG. 113 



FIG. 110 




FIG. 112 




F I G. 114 
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FIG. 116 
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FIG. 118 
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FIG. 1 20 
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FIG. 122 
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FIG. 1 24 




138 



EP1 111 558 A2 

F I G. 126 
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FIG. 1 32 
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FIG. 1 34 




F I G. 135 
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F I G. 142 
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F I G. 144 
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F I G. 147 
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FIG. 148 
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FIG. 1 50 




F I G. 151 




151 



EP1 111 S58A2 

FIG. 152 
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F I G. 154 
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F I G. 157 
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F I G. 158 




155 



EP1 111 558 A2 



F I G. 160 




F I G. 161 




ise 



EP1 111 S58A2 



FIG. 162 




F I G. 163 
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F I G. 164 





F I G. 165 
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FIG. 1 66 
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F I G. 168 
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F I G. 170 




FIG. 171 
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F I G. 174 
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F I G. 176 




FIG. 177 
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FIG.179 



RECEIVE irfTERRUPTION 
PROCESSiNG 



3 



IMPORT RECEIVBD DATA FROM COMMAND 
RECEMNG PORTS COMHMAP AND COMLMAP 



_A01_I 



IMPORT STROBE SIGNAL FROM 
INPUT PORT [OJ AND INMAP 0 



ALLOW MULTIPLE INTERRUPTS 
(TIMSl INTERRUPT) 



-A01_2 



A01_3 



< 



DETERMINE WHETHER OR NOT 
STROBE SIGNAL IS INVAUD 



NO 



> 



A01-4 
YES 



CHECK RECEIVE SEQUENCE 
MANAGEMENT DATA RX PHASE 



< 



A0U5 




DETERMINE WHETHER RECEIVED 
SEQUENCE IS RRST OR SECOUD 



NO 



A0L6 
YES 



COMPARE RRST BYTE OF RECEIVED 
DATA Wrm MAXIMUM VALUE MCMD MAX OF 
COMMAND CODE OUTPUT FROM MAIN CPU 101 



< 



A01_7 

K 




DETERMINE WHET>iER OR NOT RECEIVED 
DATA FALL WITHIN RANGE OF 1 
TO MCMD MAX (WHERE 0 IS INVAUD) 



NO 



.A01.8 



SET ONE FOR RECEDE SEQUENCE 
MANAGEMETiT DATA RX PHASE 
(COMPL£TION OF FIRST SSJUENCE) 




SAVE RECEIVED COMMAND IN RECEJVEDK50MMAND 

HIGHER BYTE AREA RCVCMDH AND IN 
RECEIVED-COMMAND LOWER BYTE AREA RGVCMDL 



A01-10 



COMPUTE BCC VALUE AND 
SAVE THE COMPUTED VALUE 



_.A01J1 



SET TIMEOUT VALUE RX TOUT IN RECEIVED 
SEQUENCE TO RECEIVE-TIMEOUT 
MEASUREMENT TIMER RX_TIMER 



^AO^ 



.A0I.12 
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FIG.180 



CLEAR RECaVE ^QUENCE 
MANAGEMENT DATA AREA RX PHASE 



. CHECK CURRENT RECEIVE TIMEOUT 
MEASUREMENT TIME RX TIMER AND COMPARE THE 
TIME WITH RECEIVE I^^RVAL TIMER RX NTIM 



.A0U13 



I 



CLEAR RECEIVE TIMEOUT MEASUREMENT 
TIMER RX TIMER 



< 



DETERMIIC WHETHER OR NOT 
RECEIVE <NTERVAL IS NOR MAL 



Ad- 16 
NO 



COMPUTE BCC OF RECEIVED COMMAND, 
AND COMPARE COMPUTS) 
BCC Wrm RECEIVED BCC 



< 



AOL 17 



DETERMINE WHETHER OR NOT 
MATCH EXISTS BETWEEN COMPUTED 
BCC AND RECEIVED BCC 



YES^ 



OEAR RECEIVE ERROR 
COUNTER RERR.CNT 



^01-19 



UPDATE GAMING STATUS FLAG 
GAMEST IN ACCORDANCE WITH 
GAMING STATUS INFORMATION 



1 



CHECK RECEIVED-COMMAND 
HIGHER BYTE RCVCMDH 



• AOL 20 



< 



DETERVIINE WHETHER OR NOT COMMAND 
RECEIVED THIS TIME IS PRESENTATION 
INrriALEATlON REQUEST (01 H) 



"[yeT 



,AOL22 



CHECK PRESENTATION STATUS 
FLAGPRDC.STS 



DETERMINE WHETHER OR NOT INITIAUZATION 
COMMAND REJECT STATUS IS ON 



^A0L23 
A0L24 
YES 




\0L 
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FIG.181A 




(1) SET TO ON PRESENTTATION INITIALIZATION 
INSTRUCTION FLAG OF PRESENTATION STATUS 

FLAG PRDC STS, AND (2) SET TO ON 
INITIAUZATION COMMAND REJECT STATUS FLAG 



^A0L25 



FIG.181B 




CLEAR INITtAUZATiON COMMAND 
REJECT STATUS FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 



COMPARE COMMAND RECEIVED THIS 
TIME WITH FINAL RECEIVE COMMAND 
AREALSTRCMD 



( 



DETERMINE WHETHER OR NOT IDENTICAL 
COMMAND HAS BEEN RECEIVED 
(RETRANSMITTED) 



■-AOi-ae 



-A0I_27 

'A01-28 
YES 



NO 



DETERMINE WHETHER OR NOT COMMAND 

RECEIVED THIS TIME IS SOUND 
PRESENTATION INSTRUCTION COMMAND 



A01_29 



YES 




^e) 



NO 



SAVE COMMAND RECEIVED THIS 

TIME INTO LST RCMD AS 
RNALLY-RECEIVfl) COMMAND 



A01_30 
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FIG. 182 




RECEIVED COMMAND STORAGE PROCESSING 




UPDATE ERROR COUNTER RERR CNT 



,A01-31 



~'A01-32 




SET MAIN-CPU-DOWN MONITOR 
TIMER MOWN TIM TO MAIN-CPU-DOWN 
MONITOR TIMER M WATCH 



-A01_33 



C RETURN FROM INTERRUPT PROCESSING 3 
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FIG.183 



[ 



C TIMER INTERRUPT PROCESSING ^ 



ALLOW MULTIPLE INTERRUPTS 



UPDATE RANDOM NUMBER SELRAND 
FOR SELECTING PRESErfTATION 



-A02.1 



-A02_2 



CHECK PRESENTATION SEQUENCE A02 _3 

ADJUSTMENT TIMER PR TIMER 



< 



( 



DETERMINE WHETHER OR NOT 
PRESENTATION SEQUENCE ADJUSTMENT 
TIMER ASSUMES A VALUE OF 0 



NO 



A02.4 



SUBTRACT ONE FROM TIMER VALUE 
OF PRESENTATION SEQUENCE 
ADJUSTMENT TIMER PR TIMER 



A02_5 



CHECK RECQVE TIME ^©JUSTMENT ^a02 6 
TIMER RX TIMER 



DETERMINE WHETHER OR NOT RECEIVE 
TIME ADJUSTMENT TIMER RX TIMER 
ASSUMES A VALUE OF (f 



. A02.7 

\yes 

7^ 



NO 



SUBTRACT ONE FROM TIMER VALUE 
OF RECEIVE TIME ADJUSTMENT 
TIMER RJOJMER 



•A02.a 



CLEAR RECBVE SEQUENCE 
MANAGEMENT DATA RX PAUSE 



-A02.9 



UPDATE RECEIVE ERROR 
COUNTER RERR CNT 



^A02_10 
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< 




FIG.184 



CHECK MAIIShCPLH)OWN MONITOR 
TIMER M WATCH 



^A02JI 



DETERMINE WHET>iER OR NOT 
MAIN-CPU-DOWN MONITOR TIMER 
M WATCH ASSUMES A VALUE OF 0 



'A02.i2 
YES 



[NO 



SUBTRACT ONE FROM TIMER VALUE 
OF MAIN-CPmX)WN M WATCH 



A02.13 



SET TO ON FLAG-PRESENTATION/EXECUTJON/ 

INITIAUZATION INSTRUCTION FUG 
OF PRESENTATION STATUS FLAG PRDC STS 



-A02J4 



< 



CHECK TRANSMISSION SEQUENCE 
MANAQEMBir DATA TXPHASE 



X 



DETERMINE WCTHER OR NOT DATA 
ARE BEING TRANSMITTED TO 
IMAGE CONTROL BOARD WO 



lYES 



COMMAND TRANSMISSION PROCESSING 




--A02^15 



-A02-16 
NO 



]^A02-17 



CHECK TRANSMISSION MANAGEMENT 
TIMER AREA TXJIMER 



DETERMINE WHETHER OR NOT TRANSMISSION 
MANAC^ENT TIMER AREA 
TX.TIMER ASSUMES A VALUE OF 0 



YES 



TRANSMISSION START PROCESSING 





A02.20 



1 



SUBTRACT ONE FROM TIMER VALUE OF 
PRESENTATION STATUS FLAG TX TIMER 
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CHECK PRESENTATION STATUS FLAG 
PRDCSTS 



<: 



DETERMINE WHETHER OR NOT TRANSMISSION 
COMMAND HAS BEEN EDITED 




•A02.22 

A02_23 
YES 



SET TRANSMISSION DATA STORED IN 
TRANSMISSION-COMMAND-EDITION BUFFER 
TXBUFWK TO TRANSMISSION COMMAND 
BUFFER TXBUFF 



.A02.24 



CHECK GAMING STATUS FLAG GAMEST 



< 



DETERMINE WHETHER OR NOT 
ERROR HAS ARISEN 



YES 



K A02.2S 
A02.26 

NO 



SET TRANSMISSION DATA STORED IN 
ERROR-SCREEN-DISPLAY COMMAND- 
DESIGNA1ED BUFFER INTO TRANSMISSION 
COMMAND BUFFER TXBUFF 



-A02_27 



COMPUTE BCC OF TRANSMISSION 
COMMAND. AND STORE COMPUTED BCC 



-A02-28 



CLEAR TRANSMISSlON-COMMAND-EDrrED FLAG 
OF PRESENTATION STATUS FLAG PRDC.STS 



^A02_29 



RETURN FROM INTERRUPT PROCESSING ) 
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TRANSMISSION START PROCESSING^ 



< 







CHECK TRANSMISSION BUFFER TXBUFF 







DETERMINE WHETHER OR NOT 
TRANSMISSION COMMAND IS STORED 



YES 



UPDATE TRANSMISSION COUNTER 
TXDATCNT BY ONLY THE NUMBER 
OF TRANSMISSION DATA SETS 



SET ONE IN TRANSMISSION SEQUENCE 
MANAGEMENT DATA TX PHASE 
(TRANSMISSION IS IN PROGRESS) 



TRANSMIT TRANSMISSION START 
CODE DSP STX 



'A03-2 



-A03_3 



^A03-4 



'A03_5 
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Q COMMAND TRANSMISSION PROCESSING ^ 



OUTPUT DATA STORED IN TRANSMISSION 
COMMAND BUFFER TXBUFF TO OUTPUT PORT. 
THEREBY TRANSMITTING COMMAND 



A04-i 



DECREMENT TRANSMISSION COUNTER 
TXDATCNT BY ONLY THE NUMBER OF 
TRANSMISSION DATA SETS 



< 



A04_2 



DETERMINE WHETHER OR NOT TRANSMISSION 
COUNTER TXDATCNT ASSUMES A VALUE OF 





YES 


SET 0 IN TRANSMISSION SEQUENCE 
MANAGEMENT DATA TX PHASE 
(STOP TRANSMISSION) 






SET COMMAND-TRANSMISSION INTERVAL 
TXJNTVALTO TRANSMISSION MANAGEMENT 
TIMER TX TIMER 







A04-4 



A04-5 



QeT) 
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C PRESENTATtON RETUW CHECK PROCESSING ^ 



PRESENTATION STATUS RESET PROCESSING ^ B0 1_ I 



T 



(1) CLEAR PRESENTATION- 
INITlAlJZATION/EXECUTlON/jNSTRUCTlON 
FLAG OF PRESENTATION STATUS FLAG 
PRDC STS. AND (2) SET TO ON INmALEATION- 
COMMAND-REJECT STATUS FL^G 



^B0I_2 



SET TO TRANSMISSION MANAGEMENT TIMER 
TX TIMER COMMAND TRANSMISSION 
iNTnERVAL TX INTVAL (10 ms) FOR 
IMAGE CONTROL CPU 



B01-3 



SET RECEIVE ERROR COUNTER 
REER.CNT TO REGISTER 



I 



— B01-<» 



ALLOW INTERRUPTS 



T 



B01.5 



WATCHDOG RESET PROCESSING 



— B01.6 



CHECK BACKUP DATA CHECK 
CODEBKCK.DAT 



DETERMINE WHETHER OR NOT BACKUP IS 
PERFORMED NORMALLY 



aoi«7 

B01.8 
YES 



C 



7no" 



PROCESSING TO BE PERFORMED WHEN 
PRESENTATION IS NOT RETURNE3 



SOUND RESET PROCESSING 



T 



3k 



B01.9 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



DETEIWUNE WHETHER OR NOT COMMAND 
ANALYSIS IS IN PROGRESS 



_B01_I0 
BOI-n 
NO 



SET TO F^QISTER COMMANDS ALCMO HI AND 
ALCMD LO THAT ARE BQNG ANALYSED 



-B01.12 



RECEIVE COMMAND ANALYSIS PROCESSING | ^ BOT_ 13 



c 



PFSSENTATION CONTROL PROCESSING 



3 
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SETTOONTRANSK 
EDfTED FLAG OF 
STATUS FLA 


1ISSI0N-C0MMAND- 
" PRESENTATION 
iG PRDC STS 






CHECK PRESENTATION STATUS 
FLAG PRDC.STS 






DETERMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 




NO 


C PRESENTATION CONTROL PROCESSING ^ 



B01-14 



BOf-16 
YES 



SET PRESENTATION-SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER BACKUP PRSQTBK 
TO PRESENTATION-SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER PRSQPTR (INmALIZATION) 



c 



PRESENTATION CONTROL PROCESSING 



^BOi-17 
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C 



PROCESSING TO BE PERFORMED 
WHEN PRESENTATION IS NOT RETURNED 



3 



WATCHDOG RESET PfK»CESSiNG 



I 



B02.1 



CLEAR RAM 



^ B02-2 



AaOW INTERRUPTS 



I 



602^3 



CHECK GAME STATUS FLAG GAME5T 



j-B02.4 
802.5 



DETEfWIlNE WHETHER OR NOT NOTIRCATION 
OF INTERNAU.Y-GENERATH) 
COMBINATION tS IN PROGRESS 



> vNO 



YES 



SET, TO DISPLAYED-SYMBOL CHANGE COUNTER 
WPLY CryTT, NUN©ER OF GAMES PCHG NUM 
(INITIALIZATION) FOR STOPPING AND 
CHANGING DISPLAYED SYMBOLS 
AFTER ILLUMINATION OF WIN LAMP 



B02.6 



SET, TO ON. REEL-SCREEN-TTPE FLAG OF 
PRESENTATION STATUS FLAG PRDC.STS 



T 



SEL£CT INrnAL VALUE FOR DATA 1 
PERTAJNING TO SYMBOL DISPLAYED ON UQUID 
CRYSTAL DURWG INTERNAL NOTIRCATION. 
AND SELECT INITIAL VALUE FOR DATA 2 
PERTAINING TO SYMBOL DISPLAYED ON UQUID 
CRYSTAL DURNG INTERNAL NOTIFICATION 



802.7 



e02.8 



802.9 
J 



SELECT INITIAL VALUE FOR DATA 1 
PERTAINING TO SYMBOL DISPLAYED ON 
UQUID CRYSTAL AND SELECT INITIAL 

VALUE FOR DATA 2 PERTAINING TO 
SYMBOL DISPLAYED ON UQUID CRYSTAL 



SET SELECTED INITIAL VALUES TO STOP 
DISPLAYED-SYMBOL DATA 1 STP PiCl . 
STOP DISPLAYED-SYMBOL DATA 2 STP PIC^ 
DISPLAY DISPLAYED-SYMBOL DATA 
DSP PIC1, AND DISPLAY DISPLAYED- 
SYMBOL DATA DSP PIC2 



SET COMMANDS ALCMD HI AND 
ALCMDLO TO REGISTER 



SET, TO ON, RECEIVED-COMMAND- 
ANALYZING FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 



B02.10 



802.11 



802-12 



Q RECEIVED COMMAND ANALYSIS PROCESSING ) 
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C 



PRESENTATION CONTROL 
PROCESSING (MAIN LOOP) 



WATCHDOG RESET PROCESSING 



1- 



C01-1 



CHECK RECEIVE ERROR COUNTER RERR ChfT,, 
ANDCOMPARE COUNT VALUE OF THE CCjJNTER 
Wrm PERMISSIBLE NUMBER OF CONSECUTIVE 
wiin ^''g^l^R ERRORS ERRN.MAX 



r 



NO 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



<: 



DETERMINE WHETHER OR NOT PRESENTA^^ 
STATUS FLAG IS INITIALIZATION INSTRUCTION 



NO 



l_ 



CHECK PRESENTATION STATUS 
FLAG PRDC.srrs 



< 



DETERMINE WHETHER OR NOT TRANSMISSION 
COMMAND HAS BEEN EDFTED 



NO 



CHECK NUMBER OF RECEIVED 
DATA SETS RECCNT 



< 



DETERMINE WHETHER OR NOT THE MAIN CPU 
101 HAS OUTPUT PRESENTATION INSTRUCTION 



YES 



GAME STATUS CHECK PROCESSING 



I 



COMMAND FETCH PROCESSING 



[[ RECEIVED COMMAND ANALYSIS PROCESSING 



C0U2 



c 

< DETERMINE WHETHER OR NOT NUMBER OF V 
EFWC^EXCEEDS U PPER UMIT VALUE OF (16) X 



C0I_3 
YES 



Icoi- 



C01-5 
YES 



YES 



"Icoi.e 

^01.7 



COl-8 



C01-9 
NO 



1 
1 



001-10 



001-11 
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CHECK PRESENTATION 
STATUS FLAG PRDC STS 



,C01-13 



CONTROL IS BEING CARRIED OUT / 




YES 


PRESENTATION SEQUENCE 
CONTROL PROCESSING 






' 







c 



PRESBITATION CONTROL PROCESSING 
(MAIN loop; 



FI G.192B^ 



INHIBfT INTERRUPT 



I 



,C01- 16 



CLEAR PRESENTATION-SEQUENCE-TIMING 
ADJUSTMENT TIMER PR.TIMER 



_C0I_17 



CLEAR RECEIVE ERROR COUNTER RERR CNT 



T 



-C01-18 



CLEAR TRANSMISSION SEQUENCE 
MANAGEMENT DATA TX,PHASE l coi 19 

(FORCED TERMINATION OF TRANSMISSION) 



CLEAR RECEIVE SEQUENCE MANAGEMENT 
DATA RX PHASE 
(FORCED TERMINATION OF RECEIPT^ 



.COI. 20 



CLEAR LAST-RECEIVED 
COMMAND LSTRCMD 



,,C01_21 



SET TO ON BACKUP DATA CHECK CODE BKCK DAT 
(DISPLAY BACKUP FAILURE) 



.COL.22 
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PRESENTATION RETURN CHECK PROCESSING 
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( GAME STATUS CHECK PROCESSING ) 



[ CHECK GAME STATUS FLAG GAMEST C02- 1 



I CHECK SOUND BACIOJP AREA ISND.BAK k C02- 2 
I ■ .1 ■ I ' ^ C02_3 



DETERMINE WHETHER OR NOT PAYOUT 
SOUND IS BQNQ GENERATED 



C02-3 
NO 



YES 



DETERMINE WHETHER OR NOT 
PAYOUT IS IN PROGRESS 



NO 



SET PAYOUT SOUND MUTE ODE 
SD 0FF1 TO REGISTER 



V 



C02-4 



C02-5 



[ I SOUND CONTROL PROCESSING |V ^°2_6 
I CLEAR SOUND BACKUP AREA 1 SND_BAK ^02.7 



j CHECK SOUND BACKUP AREA SND.BAK | ^ ^02 .8 



NO 



C02-9 



DETERMINE WHETHER OR NOT BONUS 
SOUND IS BEING GENERATED 



YES/^ 





YES 


1 CHECK GAME STATUS RAG GAMEST 1— C02_10 




XC02-I1 



DETERMINE WHETHER OR NOT 
BONUS GAME IS IN PROGRESS 
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SET BONUS SOUND MUTE CODE 
SD 0FF1 TO REGISTER 



~.C02_12 



SOUND PROCESSING 



.C02_13 



CLEAR SOUND BACKUP AREA 1 SND.BAK ^C02_14 



CHECK SOUND BACKUP AREA 1 SND BAK 



l~C02_tS 



< 



DETERMINE WHETHER OR NOT ERROR 
SOUND IS BEH^G GENERATED 



YES 



5 



C02J6 
NO 



CHECK GAME STATUS FLAG GAMEST 



DETERMINE VI/HETHER OR NOT 
ERROR STILL REMAINS 



,C02_17 
X02.16 

TES 



NO 



SET PAYOUT SOUND MUTE CODE 
SD,0FF1 TO REGISTER 



.C02.I9 



SOUND COhfTROL PROCESSING | ^002.20 



CLEAR SOUND BACKUP AREA 1 SND BAK ^C02.2 1 



CHECK GAME STATUS FLAG GAMEST 




DETERMINE WHETHER OR NOT 
NOnnCATION OF INTERNALLY-GENERATED 
COMBINATION IS IN PROGRESS 



YES 

CreT) 




181 



EP1 111 558 A2 



FIG.195 



< 




CHECK GAME STATUS FLAG PRDC STS 



DETERMINE WHETHER OR NOT NORMAL 
REEL SCREEN IS DISPLAYED 



YES 



r 



C02_24 

C02.25 
NO 



SET TO OFF REE 
FLAG PI 


L-SCREEN-TYPE 
^C.STS 






SET DISPLAYED-SYMBOL-DATA-1 

INITIAL VALUE PIC INITI TO 
DISPLAYED-SYMBOLH)ATA DSP PIC1 






SETDISPLAYED-SYI 
VALUE PI 
DISPLAYED-SYMB 


*4BOL-DATA-2 INITIAL 
CINIT2T0 
OL-DATA DSP PIC2 
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->-C02_27 
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PRESENTATION SEQUENCE 
CONTROL PROCESSING 



3 



CHECK GAME STATUS FLAG GAMEST 



DETERMINE WHETHER OR NOT 
ERROR STILL REMAINS 



NO 



CHECK PRESENTATION-SEQUENCE- 
TIMING- ADJUSfTMENT TIMER PR TIMER 



DETERMINE WHETHER OR NOT TIMING 
OF ZERO IS REACHED (AT WHICH 
SEQUENCE IS TO BE PERFORMED) 



lYES 



CHECK PRESENTATION-SEQUENCE- 
ACCESS POINTER PRSQPTR 



no/" 




DETERMINE WHETHER DATA IN 
SEQUENCE CONTROL DATA ARE 
SEQUENCE END CODE ENDSQ 



YES 



■C03_5 
C03_6 



(1) CLEAR Z/-2MHN-PR0CESS FLAG AREA 
OF PRESENTATION STATUS FLAG PRDC STS. 
AND (2) CLEAR PRESENTATION- " 
SEQUENCE-UNDER-CONTROL FLAG 



C03_7 



CHECK GAME STATUS FUG GAMEST 



C03-9 



DETERMINE WHETHER OR NOT 
PAYOUT IS IN PROGRESS 



YES 



SET PAYOUT SOUND CODE SD OVER 
TO REGISTER AND TO SOUND B'ACKUP 
AREA 1 SNO BAK 



GiD 



^C03-10 



SOUND CONTROL PROCESSING 



]|-C03_11 
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J. 



C03>12 



DETERMINE WHETHER OR NOT ADDRESS 
DATA REPRESENTED BY PRESENTATION- 
SEQUENCE-POINTER PRSQPTR CORRESPOND 
TO SEQUENCE REPEAT CODE REPSQ 





YES 


SET, TO REGISTER AS 
REQUEST CODE ADDRE 
SEQUENCE-CONTRO 
POINTER BACK 


5 SOUND CONTROL 
SS DATA CONCERNING 
L-TABLE-ACCESS 
UP SQPTRBK 




-C05_13 



DETERMINE WHETHER OR NOT 
SOUND IS GENERATED 



.C03>H 



NO 



YES 



SET. TO REGISTER AS SOUND CONTROL 
REQUEST CODE ADDRESS DATA CONCERNING 
SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER PRSQPTR 



C03_15 



SOUND CONTROL PROCESSING 



~C03.I6 



UPDATE ADDRESi 
CONTROL-TABLE- 
PRSQPTRTON 


3 OF SEQUENCE- 
ACCESS POINTER 
EXT ADDRESS 




SET UPDATED AD 
PRESENTATION-S 
ADJUSTNENTTl 


DRESS DATA TO 
EQUENCE-TIMING 
MER PR TIMER 
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FIG. 198 

( RECEIVED COMMAND ANALYSIS PROCESSING ) 



I UPDATE COMMAND DATA SET IN REGISTER 0 ^- ^ 



JUMP TO CORRESPONDING PROCESSING 
BY REFERENCE TO THE RESULT OF 
ANALYSIS AND BRANCH TABLE 



CLEAR RECEiVED-COMMAND-BEING- 
ANALYZED ANALYSIS FLAG OF 
PRESENTATION STATUS FLAG PRDC STS 



GiD 



D01-2 



^001-3 



FIG. 199 



C 



DEMONSTRATION DISPLAY 
COMMAND PROCESSING 



SET DEMONSTRATION DISPLAY COMMAND 
DSP DEMO TO TRANSMISSION-COMMAND- 
" EDITION BUFFER TXBUFWK 



(1) CLEAR DEMONSTRATION-DISPLAY- IN- 
PROGRESS OF PRESENTATION STATUS FLAG 
PRDC STS. AND (2) SETTRANSMISSION- 
COMMAND-EDITED FLAG TO ON 



D02-f 



(^RET JUMP"^ 
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C TOKEN INSERTION COMMAND PROCESSING } 



< 



< 



SET VALUE OF REGISTER TO 
TOKEN COUNTER MEDLCTR 



SET TOKENHNSERTION-SOUND 
CODE SO MIN TO REGISTER 



SOUND C0NTTV3L PROCESSING 



CHECK GAME STATUS FLAG GAMEST 



DETERMINE WHETHER OR NOT 
BONUS GAME IS IN PROGRESS 



DETERMINE WHETHER OR NOT U-ZHI 
GAME IS IN PROGRESS 



NO 



CHECK GAME STATUS FLAG PRDC STS 



DETERMINE WHETHER OR NOT NORMAL 
REEL SCREEN IS DISPLAYED 



YES 



^D03_1 



_ 003-2 



UD03_3 
D03_4 



D03_5 
YES 





NO 


1 CHECK GAME STATUS FLAG PRDC.STS 







(ret jump) 



003,6 
D03-7 
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(ret jump} 
"dos-s 

NO 



003- 9 



SELECT NORMAL-REEL-SCREEN-DISPLAY- 
DESiGNATION CODE NORM REEL 



^D03_10 



SELECT INTERNALLY-NOTIFIED-STATUS- 
REEL-SCREEN-DESIGNATION CODE FGDU REEL 



^D03-l t 
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SET. TO TRANSMJSSION-COMMAND-EDmON 
BUFFER TXBUFWK. RRST BYTE 
(GAMING TOKEN INSERHON COMMAND CODE 03h), 
SECOND BYTE (KIND OF SELECTED REEL SCREEN). 
THIRD BYTE (DISPLAYED-SYMBOL DATA 1DSP PICIX 
AND FOURTH BYTE 
(DISPLAYED-SYMBOL DATA 2 DSP_PIC2) 



.D03_12 



CLEAR DEMONSTRATION-OISPLAYHN- 
PROGRESS FLAG OF GAME STATUS FLAG PRDC.STS 



-.003-13 



SET, TO ON. TRANSMISSION- 
COMMAND-EOmED FUG OF PRESENTATION 
STATUS FLAG PRDCSTS 



^003.14 



FIG.202 
( 



Cret jump j 



GAME START COMMAND PROCESSING 
FOR NORMAL GAME 



3 



CLEAR REEL STOP COUNTER STOPCTR 



D04_l 



STORE INTERNALLY-GENERATED 
COMBINATION TO GENERATED- 
COMBINATION-TYPE WAVEBIT ON THE 
BASIS OF DATA STORED IN REGISTER 



-004 _2 



CHECK GAME STATUS FUG GAMEST 



DETERMINE WHETHER OR NOT 
BONUS PUY IS IN PROGRESS 



NO 



> 



— 004- 3 

^004-4 
YES 



SET PRESENTATION-BEING-SELECTED 
FUG PRSELFLG TO ON 



004.5 



(^RETJUMPJ 
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C 



REEL SPINNING START COMMAND 
PROCESSING FOR RB 



< 



SET REEL-SPJNNING-START COMMAND 

CODE (ODh) OF RB TO RRST BYTE 
OF TRANSMiSSION-COMMAND-EDmON 
BUFFER TXBUFWK 



SET RB STATUS TO SECOND BYTE 
TRANSMISSION-COMMAND-EOmON 
BUFFER TXBUFWK 



DETERMINE WHETHER RB ORIGINATES 
FROM NORMAL GAME OR FROM RB 



NO 



SET RB STAGE DATA TO BONUS 
STAGE DATA BNS STGN 



^ NUMBER OF REMAtNING JAC 
QAMBS AVAILABLE DURING RB TO 
POSSIBLE-NUMBER-OF^ 



I 



DETERMINE WHET>^ER OR NOT 
RB STAGE IS 3 



NO 



SELECT OPERATION-SOUND CODE 
SD.RBBGMI FOR RB STAGE 1 OR 2 



I CLEAR REEL STOP COUMTER STOPCTR |~D05_I 

t 

I ANALYZE DATA STORED IN REGISTER 



T~D05.2 



D05_3 



^005-4 
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YES 



D05-7 



,D05-8 



SELECT SEQUENCE-CONTROL-TABLE 
ADDRESS RBP12 TEL FOR RB STAGE f OR 2 



D05-9 



D05_10 



SEl£CT OPERATION-SOUND CODE 
SD.RBBGM FOR RB STAGE 3 



SELECT SEQUENCE-CONTROL-TABLE 
ADDRESS RBP3 TBL FOR RB STAGE 3 




005.11 



.D05_t2 
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SET ADDRESS OF SELECTED SEQUENCE 
CONTROL TABLE TO SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER PRSQPTR AND 
SEQUENCE-COr^OL-TABLE-ACCESS 
POINTER BACKUP SQPTRBK 



D05_13 



CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PR TIMER 



SET, TO ON. TRANSMISSION-COMMAND- 
EDITED FLAG AND SEQUENCE- 
UNDER-CONTROL FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 



I 



005.14 



.D05_15 



SET REEL-SPINNING-START-SOUND 
1 CODE TO REGISTER 



-D05_16 



SOUND CONTROL PROCESSING 



■>-005-17 



CHECK BONUS-OPERATION-SOUND • 
BACKUP AREA 1 SND BAK 



I 



005.18 



DETERMINE WHETHER OR NOT RB 
OPERATION SOUND IS BEING GENERATED 



005.19 

YES 



NO 



SET SELECTED RB-OPERATION-SOUND 
CODE TO BONUS-OPERATION-SOUND 
BACKUP AREA 1 SND BAK 



SET SELECTED RB OPERATION 
SOUND TO REGISTER 



RET jump) 
■D05_20 

D05_2i 



SOUND CONTROL PROCESSING 



—005-22 



Q RET jump) 
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FIG.205 



GAME START COMMAND PROCESSING 
DURING BB 



3 



I ANALYZE DATA STORED IN REGISTER [ ^006, 1 



SET BB-REEL-SPINNING-START COMMAND 
(OFh) TO RRST BYTE OF TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 



— 0O6.2 



COMPUTE BB STAGE ACCORDING 
TO MEMORY CONTENTS OF REGISTER 



.D06.3 



SET DATA CONCERNING BB STAGE 
TO BONUS STAGE DATA BNS.STGN 



DETERMINE WHETHER OR NOT 
BB STAGE IS 3 



(YES 



P-D06_4 
006.5 

NO . 



SELECT BB-OPERATION-SOUl© 
CODE SD BBeCMS FOR BB STAGE 3 



-«006-6 



< 



DETERMINE WHETHER OR NOT 
OPERATING SYMBOL IS WHITE 7 



YES 



X NO 



D06.7 



D06_a 



SELECT BBHDPERATION-SOUND 
CODE SD_BB6GM1 FOR WHITE 7 



A 



006.9 



SELECT BB-OPERATION-SOUND 
CODE SD.BBBGM2 FOR PB) 7 



SET NUMBER OF REMAINING BB GAMES TO 
SECOND BYTE OF TRANSMISSION- 
COMMAND-EOmON BUFFER TXBUFWK 



-006.10 



UPDATE NUMBER OF REMAINING 
BB GAMES BBPCTR 



•006-11 



SET. TO ON, TRANSMISSIOM-COMMAND- 
EDITED FLAG AND SEQUENCE-UNDER- 
CONTROL FLAG OF PRESBfTATION 
STATUS RAG PRDC STS 



-D06_12 



SET REEL-SPINNING-START-SOUND 1 
C0DESDSTT1 
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SOUND CONTROL PROCESSING 
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CHECK NUMBER OF REMAINING 
BB GAMES BBPCTR 



DETERMINE WHETHER OR NOT NUMBER OF 
REMAINING GAMES IS 5 OR LESS 



D06_<5 

D06_16 
NO 



YES 



SET COUNTDOWN-SOUND CODE MATCHING 
NUMBER OF REMAINING GAMES 



~D06J7 



SOUND CONTROL PROCESSING 
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CHECK BONUS OPERATION SOUND 
BACKUP VALUE SND.BAK 



< 
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D06«20 



DETERMINE WHETHER OR NOT SELECTED 
BB OPERATION SOUND IS CURRENTLY 
BEING GENERATED 



NO 



SET SELECTED BB OPERATION SOUND CODE TO 
BB OPERATION SOUND BACKUP AREA SND.BAK 




DOS. 2 J 



SET SELECTED BB OPERATION SOUND 
CODE IN REGISTER 
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SOUND CONTROL PROCESSING 
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Q STOP-REEL COMMAND PROCESSING 



ANALYZE DATA STORED IN REGISTER 



DETERMINE WHETHER OR NOT 
RRST REEL IS STOPPED 



I YES 



y 



SEUEGT RRST REEL STOP SOUND 
CODE SO STP1 



<: 



D07_1 
D07.2 

.D07_4 



SECOND REEL IS STOPPED / 


D07_6 


|N0 ,'007.5 t 


SELECT THIRD REEL STOP 
SOUND CODE SD_STP3 




SELECT SECOND REEL STOP 
SOUND CODE SD.STP2 



RESET REEL STOP COUNT STOPCTR 



I 
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D07_7 



SET SELECTED STOP SOUND 
CODE IN REGISTER 



_D07_8 



SOUND CONTROL PROCESSING 



_D07-9 



< 



CHECK GAME STATUS RAG QAMEST 

.D07J1 
YES 



DETERMINE WHETHER OR NOT 
BONUS GAME IS IN PROGRESS 



5^ 



I NO 



CHECK OMEN-PRESENTATION-TYPE 
PRECLS 



Cret jump) 



DETERMINE WHETHER THERE IS OMEN 
BONUS DETERMINATION (BALLOON 
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lENOF \ 
U-ZHI} / 



D07_12 
007_13 



YES 



(^RET jump) 
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FIG.208 




SELECT REEL SCREEN TYPE BY STOP 
COMMAND (07h) ON NORMAL REEL SCREEN 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



SET i/-ZWTYPE RECH.CLS IN REGISTER 



DETERMINE WHERiER INTERNALLY- 



-.007_16 
.007-17 
NO 



\ NOTFIED-STATUS REEL SCREEN IS 

\ CURRENTLY DISPLAYED / 


} 




|YES 




SELECT REEL SCREEN TYPE BY 
STOP COMMAND (08K) ON INTERNALLY- 
NOTIRED-STATUS REEL SCREEN 


-.007_18 








- CLEAR REGISTER 
(NO A>-2WrpRESENTAT10N) 


_^D07J9 














SET SELECTED REEL SCREEN TYPE TO RRST 
BYTE OF TRANSMISSIOhhCOMMAND-EDmON 
BUFFER TXBUFWK. AND SET REGISTER DATA 
(CONCERNING TYPE OF Zy-2WPRESENTAT10N) 
TO SECOND BYTE OF THE SAME 


■^D07_20 








SET STATIONARY DiSPLAYED-SYMBOL 
DATA ISTP PIC1 TO TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 


~.D07_2i 



SET STATIONARY DISPLAYED-SYMBOL 
DATA 2STP PIC2 TO TRANSMISSION- 
COMMAND-EDinON BUFFER TXBUFWK 



-.007-22 



CHECK REEL STOP COUNTER STOPCTR ~ D07_ 23 
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FIG. 209 




DETERMINE WHETHER OR NOT 
CURRENT STOP OPERATION IS F\RST 



lYES 



5 



D07_24 



NO 



SET. TO OFF. I^27//PRESENTATlON 
STATUS FLAG OF PRESENTATION STATUS 
FLAG PRDG.STS de, SELECT 
NONPRESEhfTATION OF Lh^ 



D07_26 



D07_25 



< 



2 [ 



DETERMINE WHET>«R OR NOT 
CURRENT STOP OPERATION IS SECOND 



YES 



> 



NO 



CHECK REGISTER 



.D07_27 



NO 



DETERMINE WHETHER OR NOT 
THERE IS £AZF]?PRESENTAT10N 




D07_28 



YES 



CHECK Z>-2WrPRESENTAT10N 
TYPE RECH CLS 

I 



~D07_29 



COMPUTE ADDRESS OF SEQUENCE CONTROL 
TABLE MATCHING TYPE OF U-ZH/ 



I 



- D07_30 



SET COMPUTED ADDRESS IN SEQUENCE- 
CONTROL-TABLE-ACCESS POIMTER PRSQPTR 
Am SEQUENCE-CONTHOL-TABLE-ACCESS 
POWTER BACKUP SQPTRBK 



007.31 



CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PI\.TIMER 



D07_32 



SET. TO ON. PRESENTATION STATUS FLAG 
OF PRESErfTATION STATUS FLAG PRDC STS 
(PRESENTATION OF iA-ZWIS IN PROGRESS) 




.007.33 
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FIG. 210 




CHECK DISPLAYED-SYMBOL 
UPGRADE FLAG RNKUP.FLG 



DETERMINE WHETHER OR NOT THERE IS 
DISPLAYED-SYMBOL UPGRADE PRESENTATION 



~D07_34 
007.35 
NO 



YES 



SET DISPLAYED-SYMBOL-UPGRADE- 
DETERMINATION-SOUND (BB or RB) 
DETERMINATION SOUND OUTPUT CODE SD RKUP 



■s.D07_3 6 



SOUND PROCESSING 



D07«37 



SET. TO OFF. PRESENTATION STATUS FLAG 
OF PRESENTATION-STATUS FLAG PRDC STS 
(PRESENTATION OF LhZHi\S NOT PERFORMED) 



-v.D07_38 




(1) SET. TO ON. SEQUENCE-CONTROL-BEING- 
PERFORMED FLAG OF PRESENTATION STATUS 
FLAG PRDC STS. (2) SET Z/-2M-BEING-PRESENTED 
FLAG TO' ON/OFF ACCORDING TO RESULT OF 
SELECTION. AND (3) SET TRANSMISSION- 
COMMAND-TRANSMITTED FLAG TO ONE 



\^D07_39 



( RET jump") 
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C 



FIG.21 1 



WINNING (ALLrREEL-STOP) 
C0MA4AN0 PROCESSING 



ANALYZE DATA STORED IN REGISTER 



< 



DETERMINE WHETHER OR NOT 
BONUS WINNING HAS ARISEN 



YES 




BONUS WINNING PROCESSING 



D08_3 



CHECK GENERATED FUG WAVEBIT 



D08_4 



CHANGE INTER-BONUS-FLAG CHECK DATA 
FPLY CHK ACCORDING TO DETAILS 
OF GENERATION TYPES WAVEBIT 



< 



DETERMINE WHETHER OR NOT DATA 
CONCERNING GENERATED SMALL-JACKPOT 
COMBINATIONS ARE STORED IN REGISTER 



/ — " 



NO 



lETERMINE WHETHER OR NOT THERE 
ARE DATA CONCERNING GENERATION 
OTHER THAN BONUS 



YES 



SET DROPPED FLAG DROP FLAG 




.008.8 



CHECK GAME STATUS FLAG GAMEST 



I 



DETERMINE WHETHER OR NOT 
BB GAME IS IN PROGRESS 



> 



D0a_9 

008-10 

NO ^ 



YES 



PROCESSING PERTAINING 
TO WINNING DURING BB GAME 



(ret jump) 



'I 




008 J 1 
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FIG. 212 



CHECK REEL-SCf^EN-TYPE OF 
PRESEhJTATION STATUS FLAG PRDC STS 



I- 0 08. 12 
D08.)3 



DETERMINE WHETHER OR NOT 
NORMAL REEL SCREEN IS DISPLAYED 



YES 



SET SMALL-%JACKPOT WINNING PRESENTATION COMMAND 
_ (09h) ON NORMAL REEL SCREEN IN RRST BYTE OF 
TRANSMiSSIOM-COMMAMD- EDITION BUFFER TXBUFWK, AND 
SET SMALL- JACKPOT WINNING PRESENTATION 
INSTRUCTION INTO SECOND BYTE OF THE SAhE 



DOe.M 



SET SMALL-JACKPOT WINING PRESENTATION COMMAND 
(QAh) ON IMTERNALLY-N0T1FED- STATUS REEL SCREENIN 
HRST BYTE OTTRANSMISSION-COMMAND-EDITION BUFFER 
TXBUFVWC. AND SETSMALL-vJAOCPOT WINNING PRESENTATION 
INSTRUCTION INTO SECOND BYTE OF THE SAME 



D08J5 



SET STATIONARY DISPLAYED-SYMBOL DATA 1STP PICl IN 
THIRD AND FOURTH BYTES OF TRANSMISSION-GOiaMAND- 
EDinON BUFFER TXBUFWK 



D08^16 



UPDATE DISPLAYED-SYMBOL DATA 1 DSP PICl 



SET STATIONARY DISPLAYED-SYMBOL DATA 2STP PIC2 IN 
THIRD AND FOURTH BYTES OF TRANSMISSION-COfilMAND- 
EOmON BUFFER TXBl^=V\/K 



-008-17 
^008.18 



UPDATE DISPLAYECKSYMBOL DATA 2 DSP PIC2 



CHECK PRESENTATION STATUS FLAG PRDO STS 



^D08«19 

^008-20 
008^21 



^ DETERMINE WHETHER TO PERFORM />2MrPRESENTATI0N 



^ [NO 

DETERMINE WHETHER TO PERFORM iZ-ZMWlNNING 
PRESENTATION 



YES 



> 



D0a_22 
NO 



TAKE PRESEMTATION STATUS FLAG PRDC STS AS 
INTERNMLY-NOTIFIED-STATUS REEL SCREEN 




008-23 
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FIG.213 




SET. TO ON. TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESENTATION 
STATUS FLAG PRDC STS 



CHECK DATA STORED IN REGISTER 



DETERMINE WHETHER OR 
NOT WINNING HAS ARISEN 



YES 



D08_ 24 

- 008-25 
008^26 
NO 



CHECK DROPPED FLAG DROP FLQ 



7-^ 

(ret jump) 



DETERMINE WHETHER or 
NOT FLAG HAS BEEN DROPPED 



NO 



DETERMINE WHETHER OR NOT 
REPLAY-WINNINQ has ARISEN 



YES 



> 



D08_27 
YES 



008-2 8 j 
10 C RET JUMP ^ 



SET REPLAY GAME SOUND GENERATION 
CODE SD,RPLY IN REGISTER 



T 



008-29 



008^30 



( 



DETERMINE WHETHER OR NOT THE 
WINNING INVOLVES PAYOUT OF 15 
GAMING TOKENS (PAYOUT SOUND 2) 



INO 




D08_32 



SELECT TOKEN PAYOUT SOUND 1 
CODE SD PAY1 



1 



008.33 



SELECT TOKEN PAYOUT SOUND 2 
CODESDJ'AYa 



SET SELECTED PAYOUT SOUND 
INTO REGISTER AND INTO SOUND 
BACKUP AREA 2 SND BAK^I 



D08_34 



SOUND CONTROL PROCESSING 



'D08_35 



(^RET JUMP"^ 
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FIG.214 

Q JACKPOT WINNING COMMAND PROCESSING 



CHECK MEMORY CONTENTS OF REGISTCR 



SET JACKPOT WINNING PRESENTATION COMMAND 
(OEh) IN FIRST BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 



J^D09-1 
D09>2 



[ 



CHECK BONUS STAGE BNS STGN, AND SET RB 
STAGE NUMBER IN SECOND BYTE OF TRANSMISSIOI*- 
COMMAND-EDmON BUFFER TXBUFWK ^^'^"^ 



NO 



< 



1 



DETERMINE WHETHER OR NOT 
RB IS IN STAGES 



lYES 



y 



009-3 
D09_4 



SEl£CT ^QUENCE-CONTROL-TABLE 
AKDRESS OF RB STAGE 3 



DETERMINE WHETHER OR NOT JACKPOT 
WINNING IS RNAL (La, EIGHTH WINNING) 



U-D09-S 

D09.6 
NO 



[ 



YES 



SELECT SEQUENCE-CONTROL-TABLE ADDRESS 
FOR RNAL JACKPOT WINNING (EIGHTH WINNINC» 



^D09_7 



CHECK NUMBER OF POSSIBLE 
RB GAMES JACGAME 



1 



DETERMINE WHETHER OR NOT CURRENT 
GAME IS FINAL RB BONUS GAME 



YES 



D09_8 

D09_9 
NO 



SELECT SEQUENCE-CONTl 
FINAL RB GAME MATCHI 


ROL-TABLE ADDRESS FOR 1 
NG WINNING CONOrnONS | 


SET NUMBER OFJA( 
THIRD BYTE OFT 
COMMAND-EDmON 


— — _ 

DKPOT WINNINGS IN 
"RANSMISSION- 
BUFFER TXBUFWK 



009.10 



D09_11 
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FIG.215 




SET TRANSMISSION-COMMAND-EDITED FLAG 
OF PRESENTATION STATUS FLAG PRDC STS 



009-12 



DETERMINE WHETHER OR NOT 
JACKPOT WINNING HAS ARISEN 



YES 




SELECT SEQUENCE-CONTROL-TABLE 
ADDRESS FOR JIACKPOT WINNING 



^009«f4 



SET JACKPOT WINNING SOUND 
CODE SD.JAC IN REGISTER 



D09.15 



SOUND CONTROL PROCESSING 



D09J6 



SET SELECTED SEQUENCE-CONTROL-TABLE 
ADDRESS IN SEQUENCE-CONTROL-TABLE- 
ACCESS POINTER BACKUP SQPTRBK AND SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER PRSQPTR 



— D09-J7 



CLEAR SEQUENCE-1 
TIMER P 


riMING-ADJUSTMENT 
RJIMER 






SET. TO ON. SEQUB 
PROGRESS FLAG C 
STATUS FLA< 


mceh:ontrol-in- 
)f presentation 

3 PRDC STS 



r^D09.18 



-D09,19 



RET jump) 
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FIG.216 

( PAYOUT COMPLETION COMMAND PROCESSING ^ 







CLEAR SOUND BACKUP AREA 2 SND_BAK+1 



SET TOKEN PAYOUT SOUND MUTE 
CODE SD OFF 2 IN REGISTER 



_D10_2 



SOUND GONTROL PROCESSING 



— DlO-3 



I CHECK BONUS SOUND BACKUP AREA BSNDJBK 



DETERMINE WHETHER OR NOT GENERATION OF 
BONUS SOUND (START SOUND) IS REQUESTED 



U.D10_4 

Di0_5 
NO 



YES 



SET IN REGISTER START SOUND CODE 
SET MATCHING THE KIND OF BONUS 



{RET JUMP) 



-D 10,6 



SOUND CONTROL PROCESSING 



^DI0_7 



SET BONUS OPERATION SOUND CODE 
SD BBBGM IN SOUND BACKUP AREA 1SND BAK 



-^Dt0_8 



SOUND CONTROL PROCESSING | 



-D10-9 



CLEAR START SOUND CODE FOR 
BONUS SOUND BACKUP AREA BSND BK 



^010,10 
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FIG.217 



PROCESSING PERTAINING TO WSTRUCTION 
pOMAMNO FOR CHANGING STATUS OF BONUS GAME 



CHECK DATA STORED IN REGISTER 



Dll.t 



SET BONUS-STAGE-OKPLAY INSTRUCTION 
COMMAND (OCh) IN HRST BYTE TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 



< 



DETERMINE WHETMER OR NOT 
END CODE OF BB IS PRESENT 



YES 



on_2 

DH-3 
NO 



CLEAR BONUS STAGE BNS STGN - D 1 1 -4 



SELECT CORRESPONDING ADDRESS OF 
SEQUENCE CONTROL TABLE ACCORDING 
TO MEMORY CONTENTS OF REGISTER 



~D11_5 



CHECK PRESENTATION STATUS 
FLAGPRDCSTS 



.D11_6 



SET BONUS-STAGE TYPE IN SECOND 
BYTE OFTRANSMISSION- 
COMMAND-EOmON BUFFER TXBUFWK 



SET SELECTED SEQUENCE CONTROL TABLE 
ADDRESS IN SEQUENCE-CONTROL-TABL£-ACCESS 
POINTER BACKUP SQPTFBK AND SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER PRSQPTR 



CLEAR SEQUENCE-TIMING-ADJUSTMENT 
TIMER PR TIMER 



(1) SET. TO ON. TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESEKfTATION STATUS FLAG 
PRDC STS. AND (2) SET. TO ON. SEQUENCE- 
COhfTROL-IN-PROGRESS FLAG OF THE SAME 



Dlt-8 



• D11_10 



202 



EP1 111 558 A2 



FIG.218 




SET BONUS OPERATION SOUND 
MUTE C0DESD0FF1 



SOUND CONTROL PROCESSING 



I 



Jj-^D 11-42 



SELECT SOUND CODE ACCORDING TO 
MEMORY CONTENTS OF REGISTER 



SET SELECTED SOUND CODE IN 
SOUND BACKUP SND BAK+1 



h-D11_13 



DETERMINE WHETHER OR NOT BONUS 
OPERATION SOUND IS GENERATED 



NO 



YES 



DETERMINE WHETHER OR NOT SELECTED 
SOUND CODE IS SET IN REGISTER 



.D11J6 



SOUND CONTROL PROCESSING 



.Di1_l7 



(ret jump ) 



•D1I.I8 



STATIONARY DISPLAYED-SYMBOL DATA 1STP PIC1 
STATIONARY DISPLAYED-SYMBOL DATA 2STP"PIC2 
DISPLAYED-SYMBOL DATA 1DSP PICI " 
DISPLAYED-SYMBOL DATA 2DSP'PIC2 



(ret jump) 
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FIG.219 



c 



OPERATION COMMAND PROCESSING 
AT THE END OFBB 



1 



CHECK SOUND BACKUP AREA SND BAK 



DJ2_2 



< 



DETERMINE WHETHER OR NOT PAYOUT 
SOUND HAS BEEN GENERATED 



YES 



NO 



CLEAR SOUND BACKUP AREA SND BAK 



-D12_3 



SET TOKEN PAYOUT SOUND 
-MUTE CODE SO 0FF2 



~D12_4 



SOUND CONTROL PROCESSING 



^D12-5 



CHECK MEMORY CONTENTS OF REGISTER -'DI2_6 



< 



rDI2_7 



DETERMINE WHETHER OR NOT SETTLEMENT 
OPERATION IS INSTRUCTED 



YES 



SET TOKEN PAYOUT SOUND 1 SD PAY1 
TO SOUND BACKUP AREA 2 SND BAK+1 
AND TO REGISTER " 




■--D12_8 



SOUND CONTROL PROCESSING | 
RET JUMP^ 



DI2-9 
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FIG. 220 



NO 



< 




DETERMINE WHETHER OR NOT 
PAYOUT IS INSTRUCTED 



YES 



! / 



0<2J0 



CHECK PRESENTATION STATUS 
FUG PRDC.STS 



< 



DETERMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 
(END OF BB IS BEING PRESENTED) 




NO 



SET PAYOUT SOUND CODE SD OVER TO 
REGISTER AND SOUND BACKUP AREA 1 SND BAK 



Cret jump) 



-012.13 



SOUND CONTROL PROCESSING 



Cretjump) 



CHECK SOUND BACKUP AREA 1 SND.BAK 



< 



J-D 12-15 



DETERMINE WHETHER OR NOT PAYOUT 
SOUND IS BEING GENERATED 



D12_16 
NO 





YES 


CLEAR SOUND BACKUP AREA 1 SND.BAK 



(^RET jump) 



-D12-17 



SET SOUND MUTE CODE SD.OFF IN REGISTER D 12_18 



[ 



SOUND CONTROL PROCESSING 



—012-19 



(ret jump) 
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FIG.221 



C 



ERROR PRESENTATION COMMAND PROCESSING 



CHECK DATA STORED IN REGISTER 



DETERMINE WHETHER OR NOT ERROR 
STATUS HAS BEEN CANCELED 



mo 



,D13_1 

D13_2 
YES 



SET EW?OR-SCFtEN-OISPLAY COMMAND (12h) 
INERROR-SCREEN-DISPLAY-COMMAND-OEDICATED , ^„ , 
BUFFER ACCORDING TO MB40RY CONTENTS OF REGISTER l~D<3_3 



I 



SET ERROR TYPE IN SECOND BYTE OF ERROR-SCREEN- 
DISPLAY-COMMAND-DEDICATED BUFFER TXERRWK 
ACCORDING TO MEMORY CONTENTS OF REGISTER 



r 



I 



SET ERROR SOUKB) CODE SD EER IN REGISTER 
AND SOUND BACKUP AREA 1 SND BAK 



I. 

} 
1- 



SET PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT 
^ TIMER PRTIMER IN PRESENTATION-SEQUENCE- 
CONTROL-TABLE-ACCESS POINTER BACKUP PRSOTBK 



D13_5 



,DI3_6 



OfAR PRESENTATION SEQUENCE 
ADJUSTMENT TIMER F« TIMER 



D13.7 



\ ENABLE imERRUPT^ D 13.8 



i 



I CL£AR SOUND BACKUP AREA 1 SND _BAkV ° '3_9 



Ld13_ 



CLEAR ERROR-STATUS FLAG OF 
GAME STATUS FLAG GAMEST 



SET ERROR SOUND MUTE CODE 
SD.EROFF IN REGISTER 



10 



.013-11 



SET PRESENTAHOM-SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER BACKUP PRSQTBK 
IN PRESENTATION-SEQUENCE-TIMING-ADJUSTMENT 
THUIER PR_TIMER (f^STORE PR TIMER) 




-D13_12 
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SET ONLY TRANSMISSION-COMMAND- 
EDITED FLAG OF PRESENTATION- 
STATUS FLAG PRDC STS 



D13_13 



SOUND CONTROL PROCESSING 



DI3-14 



(ret jump} 
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PRESEr^ATION TYPE 

COMMAND PROCESSING 



(PRESENTATION SELECTION) ^ FIG. 223 
CESSINGOFMAINCPU J ^ • ^ 



CHECK PRESENTATION-BEING-SELECTED 
FLAG PRSELFLG 



X 



DETERMINE WHETHER OR NOT PRESENTATION- 
BEING-SELECTED FLAG IS OFF 
te, WHETHER OR NOT NORMAL GAME START 
COMMAND HAS YET TO BE RECEIVED) 



INO 



PRESENTATION STATUS FLAG PRDC.STS 



DETBIMINE WHETHER OR NOT SEQUENCE 
CONTROL IS IN PROGRESS 
ae, WHETHER OR NOT LhZHIOn BB 
END PRESENTATION K IN PROGRESS) 



lYES 




CLEAR ^/-iW'PRESENTATIOMHN-EFFECT 
FLAG OF PRESENTATION STATUS FUG PRDC STS 
AND SEQUENCE-CONTROLHN-PROGRESS FLAG 

I 



SET. IN REGISTER Z>-2W^PRESENTATI0N 
SOUND MUTE CODE SD 0FF3 AND SD 0FF4 
AND BB TERMINATION SOUND MUTE COD'E SD OFFl 



D14-5 



0<4-6 



(I SOUND CONTROL PROCESSING "^ 01^-7 
I PRESENTATION SELECTION PROCESSING . |[ ^ 



D14-8 



CHECK PreSENTATION STATUS FLAG 
PRDC^STS AND REEL-SCREEN TYPE 



< 



DETERMINE WHETHER OR NOT THE CURRENT 
SCREEN IS NORMAL REEL SCREEN 



^014,9 

D14-10 
YES 



[NO 



SET, IN RRST BYTE OF TRANS MlSSIOf*- 
COMMAND-EDmON BUFFER 
TXBUFWK, SPINNING START COMMAND (05h) 
ON INTHRNALLY-N0T7F1ED REEL SCREEN 



014-11 



SET. IN RRST BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK, SPINNING 
START COMMAND (04h) ON NORMAL REEL SCREEN 



-^D14-t2 




208 



EP1 111 SS8A2 



FIG. 224 



CHECK SIGN PRESENTATION TYPE PRE CLS, AND 
SET SIGN PRESENTATION IN SECOND BYTE OF 
TRANSMISSION-<:OMMANI>-£DrnON BUFFER TXBUFWK 



SET DISPLAYED-SYMBOL DATA 1 DSP PIC1 IN 
THIRD BYTE OF TRANSMiSSION-COMMAND-EDITION 

, ^Wf^ TXBUFWK. AND SET DISPLAYED- 

SYMBOL DATA DSP JICZ IN FOURTH BYTE OF THE SAME 



D14-13 



DETERMINE WHETHER OR NOT SIGN 
PRESENTATTON GREATER THAN YAH-HOO 
SIGN PRESENTATION IS INSTRUCTED? 

lYES 

DETERMINE WHETHER OR NOT THE 
PRESENTATION IS BONUS DETERMINATION 
PRESENTATION OBAULOON LHm 



YES 



014.15 



(1) SET TO ON LhZWPRESENTATTON FLAG OF 
PRESENTATION STATUS FlAG PRDC STS, (2) SET 
TO ON SEOUENCE-CONTROLHN-PRfiGRESS OF 
THE iSAME, AND (3) SET TO ON REEL-SCREEN-TYPE FU\G 



014-17 



CHECK GENERATION FLAG WAVEBfT 



I 



DETERMINE WHETHER OR NOT 
RB GAME HAS BEEN GENERATED 



NO 



,014-18 
Dl4-t9 
YES 



SET ADDRESS OF BB-OETERMINATION- 
BALLOON-iA-^-SEQUENCE CONTROL TABLE IN 
SEQUENCE-CONTROL-TABLE-ACCESS 
POINTER PRSOPTR AND SEQUENCE-CONTROL- 
TABLE-ACCESS POINTER BACKUP SQPTRBK 



014-20 



HANDUE AS BB-DETERMINED SIGN PRESENTATION 
CODE TO BE TRANSMITTED. AND RESET THE SIGN 
PRESENTATION IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDmON BUFFER TXBUFWK 



014-21 



SET ADDresS OF RB-DETERMINATION- BALLOOH-LhZHf 
SEQUENCE CONTROL TABLE IN SEOUENCE<X)NTROL- 
TASLE-ACCESS POINTER PRSQPTR AND SEQUENCE- 
CONTROL- TABLE-ACCESS POINTER BACWJP SQPTRBK 



HANDLE AS RB-DETERMINED SIGN PRESENTATION 
CODE TO BE TRANSMITTED, AND RESET THE 
SIGN PRESENTATION IN SECOND BYTE OF TRANSMISSION- 
COMMANDHEDmON BUFFER TXBUFWK 



D14-22 



014-23 



i clear sequence-timing-aduustment timer pr timer [ -014-24 

CdiTd) 
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FIG.225 




SET SIGN SOUND CODE (START SOUND 3) 
SD.PRE IN REGtSTHR 



014.25 



[| SOUND COItfTRQLPROCESStNG 



~Dt4_26 



SET GAME START SOUND CODE 
(START SOUND 1 OR a) 



1 



^014-27 



SOUND CONTROL PROCESSING 



014.28 



S. CLEAR PRESENTATION-BEING- 
SELEC7H0 FLAG PRSELFLG 



I 




~D14-29 



C RET jump) 

FIG.226 

Q SOUND SINGLE COMMAND PROCESSING^ 



I 



CHECK DATA STORED IN REGISTER f 



Ot5_l 



DETERMINE WHETHER OR NOT PAYOUT 
SOUND HAS BEEN DETERMINED 



YES 



PI5_2 
NO 



SET PAYOUT SOUND CODE IN SOUND 
BACKUP AREA 2 SND.BAK+1 



.015.3 



SET SOUND CODE IN REGISTER k ^^^-^ 



SOUND CONTTROL PROCESSING 



J — DI5-J 



RET jump) 
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FIG.227 



C 



PRESENTATION SELECTION PROCESSING 

DURING NORMAL GAME AND DURING 
INTERNALLY-GENERATED BONUS GAME 



CHECK IJ^R-BONUS-RAG 
CHECK DATA FPLYCHK 



T 



• EOJ.I 



CHECK DISPLAYED-SYMBOL 
UPGRADE FLAG RNKUP.FLG h£01,2 



T 



CHECK PRESENTATION 
STATUS FLAG PRDC.STS 



.£01-3 
/EOl-4 



< 



DETERMINE WHETHER OR NOT 
INTERNALLY-NOTIFED-STATUS REEL SCREEN 
PRESENTATION IS IN PROGRESS 



[YES 



< 



CHECK NUMBER-OP-GAME COUNTER 
WPLYCNT AFTER ILLUMINATION OF WIN LAMP 

DETERMINE WHETHER OR NOT DISPLAYED- 
SYMBOL DATA HAVE BEEN CHANGED 



Tno" 



DETERMINE WHETHER OR NOT FEWER THAN 
TEN GAMES HAVE BEEN PLAYED AFTER PERFORMANCE 
OF WINNING PRESENTATION " 



[NO 



CHECK GENERATION FLAG WAVEBIT 



< 



DETERMINE WHETHER OR NOT 
BB GAME HAS BEEN GENERATED 



Tyes 



5 




}-EOI_8 
E01_9 

NO 



SET. TO STATIONARY DISPLAYED-SYMBOL DATA 1 STP PIC1. 
« V WHICH IS A SYMBOL TO BE DISPLAYED ON LEFT WHEEL 
WHEN BB GAME IS GENERATED; AND SET. TO STATIONARY 
DISPLAYED-SYMBOL DATA 2 STP PIC2. "7." WHICH IS 
A SYMBOL TO BE DISPLAYED ON RIGHT AND 
CENTER WHEELS WHEN BB GAME IS GENERATED 




E01-10 



SELECT UPGRADE FLAG RKUP BBDT FOR RANKING DISPUYED 
SYMBOLS AS BB-DETERMIiylATION DISPLAYED SYMBOLS 



-E0t_11 
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FIG,228 




X 



E0i.12 



SET, TO STATIONARY DISPLAYED-SYMBOL DATA 
ISTP PIG1. "BAR." WHICH IS A SYMBOL TO BE DISPLAYED 
ON LEFT WHEEL WHEN RB GAME IS GENERATED; AND SET. 
TO STATIONARY DISPLAYED-SYMBOL DATA 2STP PIC^ 
"BAR." WHICH IS A SYMBOL TO BE DISPLAYED ON RIGHT 
AND CENTER WHEELS WHEN BB GAME IS GENERATED 




SELECT UPGRADE FLAG RKUP RBDT 
FOR RANKING DISPLAYED SYMBOLS AS 
RB-DETERMINATION DISPLAYED SYMBOLS 



'E0I_t3 



SET SELECTED UPGRADE FLAG IN DISPLAYED- 
SYMBOL UPGRADE FLAG RNKUP.FLG 



1 



E01_14 



± 



E0i.15 



SELECT WINNING SIGN SELECTION TABLE 
BNFGPLAY DURING INTERNAL GENERATION OF BONUS 



MASK BONUS GENERATION BIT OF 
GENERATION FLAG WAVEBIT 



EOt.16 



.E01-17 



DETERMINE WHETHER OR NOT SMALL-JACKPOT 



COMBINATIONS HAVE BEEN GENERATED y 




NO 


RECHECK GENERATION FLAG, AND 
SET THE FLAG IN REGISTER 






M — — — . — ■ — 






PROCESSING FOR SELECTING TYPE 
OF WINNING SIGN 


-E01J9 
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FIG. 229 




i 



E01_25 



SELECT SELECTI0N-OF-Z7-2'///-DURING- 
lU-UMINATlON-OF-WlN-LAMP TABLE WLONRECH 



T 



<E0t-20 



CHECK GAME STATUS FLAG GAMEST 



I 



INTERNAL GENERATION IS BEING REPORTED 
(Le, WIN LAMP IS BEING ILLUMINATED) 



E01>2t 
YES 



NO 



CHECK INTEH-BONUS-FUG CHECK -EO i _ 22 
DATAFPLY.CHK 

E01_23 

YES 



DETERMINE WHETHER OR NOT BONUS 
- IS BEING INTERNALLY GENERATED 



YES 



NO 



I 



E01_24 



SELECT SELECTI0N-0F-Zy-2W«-DUR1NG- 
NORMAL-GAME TABLE QNRLRECH 



£01.27 

_J 



i 



E01_26 



SELECT SELECTION-OF-i/-Z*-AT-THE-TlME-OF- 
INTERNAL-GENERATION-BONUS TABLE BNFGRECH 



PROCESSING FOR SELECTING TYPE OF 
iy-2WPRESENTAT10N 



CHECK TYPE OF iZ-ZW 
PRESENTATKDN RECH CLS 



< 



X 



DETERMINE WHETHER OR NOT LhZH/ 
PRESENTATION IS TO BE PERFORMED 
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FIG.230 




SELECT SELECTION-OF-WINNING-SIGN-DURJNG- 
NORMAL-GAME TABLE GNRLPLAY 



.EOi-30 



CHECK INTER-BONUS-FLAG 
CHECK DATA FPLY_CHK 






DETERMINE WHETh 
^ IS BEING INTERN) 


lER OR NOT BONUS 
^aY GENERATED 



E01_31 



YES 



E0I_32 
NO 



E01_33 



MASK BONUS GENERATION BIT OF GENERATION FLAG 
WAVEBIT (PRI0Rrn2E SMALL-JACKPOT COMBINATION 
PRESENTATION). AND SET THE MASKED BIT IN REGISTER 



< 



DETERMINE WHETHER OR NOT SMALL-JACKPOT 
COMBINATIONS HAVE BEEN GENERATED 



E01-34 
YES 



NO 



RECHECK GENERATED FUG AND 
SET THE FLAG IN REGISTER 



->^E01_35 



SELECT SELECTION-OF-WINNING-SIGN-AT-THE-TIME-OF- 
INTERNAL-GENERATION-OF-BONUS TABLE BNFGPLAY 



^E 01.36 



PROCESSING FOR SELECTING TYPE OF WINNING SIGN 



_E01_37 



QeT) 
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BONUS WINNING PROCESSING ^ FIG. 231 



ANALYZE DATA STORED IN REGISTER 
(Le, VfPE OF WINNING BONUS) 



SET BONUS WINNING PRESEJSTTATION 
COMMAND (OBh) IN RRST BYTE OF TRANSMISSION- 
COMMANI^EDfnON BUFFER TXBUFWK 



_^E02-2 



SET TYPE OF WINNING BONUS IN SECOND BYTE OF 
TRANSMISSJON-COMMAND-EOmON BUFFER TXBUFWK 



(1) SET. TO ON, TRANSMISSiON-COMMAND-EDITED 
FLAG OF PRESENTATION STATUS FLAG PRDC STS, AND 
(2) SET REEL-SCREEN-TYPE FLAG TO OFF 
(Le, INDICATING THAT CURRENT SCREEN 
IS NORMAL SCREEN) 



.E02-3 



.E02.4 



CHECK PRESENTATION STATUS 
FLAG PRDC STS 



X 



DETERMINE WHETHER OR NOT LhZH/ 
PRESENTATION IS IN PROGRESS 



.E02-5 
:02-6 



. NO 



(1) SET. TO OFF. />-23W>RESENTAT10N-IN" 
PROGRESS FLAG OF PRESENTATION STATUS FLAG 
PRDC STS. AND C2) SET SEQUENCE- 
CONTROL-IN^ROGRESS FLAG TO OFF 



E02^7 



SET i>ZV^PRESENTATION SOUND MUTE 
CODE SD,0FF3 AND SD_0FF4 JH REaSTER 



I 



.E02_8 



SOUND COATTROL PROCESSING { E02-9 



SET TOKEN PAYOUT SOUND 2 CODE SO PAY 2 IN 
re^STCR AND IN SOUND BACKUP AREA 2SND,QAK+1 



X 



'E02-10 



SOUND CONTROL PROCESSING 



-E02-11 
, £02.12 



^ DETERMINE WHETHER OR NOT RB HAS BEEN WON^ ^ 

lYES r 



'E02J3 



E02_14i 



SET RB START SOUND CODE SD RBHIT 
AND RB OPERATION S OUND 1 CODE SD RBBGMl 
I 



SELECT TYPE OF BONUS STAGE AS TRUE RB(00) 



^02^^ 



1 



e02_15 



DETERMINE WHETHER OR NOT BB 
HAS BEEN WON BY WHITE 7 OR RED 7 
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FIG. 232 




1 



£02.16 




SET BB START SOUND 2 CODE SO BBH1T2 AND 
BB OPERATION SOUND 2 CODE SD BBBGM 2 




E02_17 

2 



SET BB START SOUND 1 CODE SD BBH1T1 AND 
BB OPERATION SOUND 1 CODE SD BBBGM 1 



T 



SELECT TYPE OF BONUS STAGE TO 
BB STAGE 1 START (02) 








SET BONUS STAGE 


• AREA BNS.STGN 



.E02_18 



— E02_19 



SET SELECTED SOUND CODE IN REGISTER AND 
IN BONUS SOUND BACKUP AREA BSND BK 



,E02.20 



CLEAR INTER-BONUS-FLAG 
CHECK DATA FPLYCHK 



— E02_21 
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FIG.233 



c 



WINNINGHDURiNG-BB-GAME PROCESSING 



ANALYZE DATA STORED IN REGISTER 
(DETERMINE TYPE OF WINNING SMALWACKPOT 

COMBINATIONS) 



E03_1 



DETERMINE WHETHER OR NOT 
RB HAS BEEN WON DURING BB 

m 



< 



E03_2 



E03_3 



DETERMINE WHETHER OR NOT NO MATCH EXISTS 
BETWEEN TYPE OF GENERATION AND TYPE OF WINNING 



YES 



SET DROPPED FLAG DROP.FLG ON 



E03_4 



1 



SET RB-WINNING-PRESENTATION-DURING-BB 
COMMAND (1 1h) IN RRST BYTE OF TTV^NSMISSION- 
COMMANO-EOmON BUFFER TXBUFWK 



I 



-^£03. 5 



CHECK BONUS STAGE AREA BNS STGN, AND SET . 
RB STAGE NUMBER IN SECGM) BYTE OF 
TRANSMISSION-COMMANI>-EDrT10N BUFFER TXBUFWK 



~.E03_6 



SET. TO ON, TRANSMISSION-COMMAND-EDITED 
FLAG OF PRESENTATION STATUS FLAG PRDC STS 



SET RB START SOUND CODE SD JACINI IN REGISTER 
AND IN BONUS SOUND BACKUP AREA BSND BK 



-E03_7 



E03_8 



SOUND CONTROL PROCESSING ~E03_9 



SET TOKEN PAYOUT SOUND 1 CODE SD PAY1 
IN SOUND BACKUP AREA SNO.BAK 










SOUND CONTROL PROCESSING 


^E03_ 








CHECK BONUS STAGE BNS_STGN 


-^E03_ 







.E03_10 



£03_Bl 
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FIG.234 




1 



E03-13 



DETERMINE WHETHER OR NOT 
CURRENT STAGE IS RB STAGE 3 



i 



E03_14 



YES 




1 



E03-20 



SELECT RB OPERATION SOUND 1 
C0DESDRBBQM1 



CHECK NUII4BER OF REMAINING SB 
GAMES BBPCTR 



DETERMINE WH 
RESTORATION FF 
(FAILURES) HAS BEEN ^ 
NOT RB HAS BEEN WC 


ETHER OR NOT 
\0M PUNCTURES 
^ADE(i^, WHETHER OR 
)NBYRNALBBGAME) 




YES ^E03 


SET RESTORATION-FROM-PUNCTURES 
(FAILURES) SOUND CODE SD_PRET 



,E03_i5 




I 



I SOUND CONTROL PROCESSING 



SELECT RB OPERATION SOUND 2 
CODE SD RBBGM2 



E03-17 



E03_18 



SET SELECTED RB OPERATION SOUND CODE 
IN BONUS SOUND BAKUP AREA BSND BK 



,E03J9 
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FIG.235 




E03-21 



SET WINNING-OF-SMALL-JACKPOT- 
COMBINATION-BY-fRB-PLAY-DURING-BB 
COMMAND CODE DSP BNHIT (lOh) INTO FIRST 
BYTE OF TRANSMISSION-COMMAND- 
EDITION BUFFER TXBUFWK 





^.EOS-aS 


CHECK BONUS STAGE BNS STGN. AND SET BB 
STAGE NUMBER IN SECOND BYTE OF TRANSMISSION- 
COMMAND-EDITION BUFFER TXBUFWK 




^£03-23 


CHECK NUMBER OF REMAINING BB GAMES BBPCTR, 
AND SET NUMBER OF REMAINING BB GAMES 
IN THIRD BYTE OF TRANSMISSION-COMMAND- 
EDITION BUFFER TXBUFWK 




^E03_24 



CHECK MEMORY CONTENTS OF REGISTER 
(i.e, TYPE OF WINNING OF SMALL-xJACKPOT 
COMBINATION), AND SET TYPE OF WINNING OF 
SMALL-JACKPOT COMBINATION IN FOURTH BYTE OF 
TRANSMISSION-COMMAND-EDmON BUFFER TXBUFWK 



SET. TO ON. TRANSMISSION-COMMAND-EDITED 
FUG OF PRESENTATION STATUS FLAG PRDS.STS 
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FIG.236 



< 
< 




E03>26 



1 



DETERMINE WHETHER OR NOT 
WINNING HAS ARISEN 



YES 



> 



NO 



i 



E03_27 



DETERMINE WHETHER OR NOT 
THE WINNING HAD BEEN DROPPED 



< 



NO 



> 



YES 



^£03-28 RET } 



DETERMINE WHETHER OR NOT WINNING INVOLVES 
PAYOUT OF FIFTEEN GAMING TOKENS 



NO 



1 



E03_29 



SELECT PAYOUT SOUND 1 CODE SD PAY1 



£03^30 



SELECT PAYOUT SOUND 2 CODE SD.PAY2 | 



SET SELECTED PAYOUT SOUND CODE IN REGISTER -E03_31 
AND SOUND BACKUP AREA SND BAK 



. — 

SOUND CONTROL PROCESSING 


-'E03_32 






SET TOKEN-ACQUISITION SOUND 
CODE SD.CGET IN REGISTER 


^E03_33 






SOUND CONTROL PROCESSING 


-E03_34 
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FIG.237 



c 



PRESEmATION STATUS RESET PROCESSING 



3 



SET SOUND INITIALIZATION 
CODE SDRESET IN REGISTER 



FOi_t 



SOUND CONTROL PROCESSING 



F01_2 



SET LIQUID-CRYSTAL 
(JNITIAUZATION) COMMANl 
COMMAND-EDmON 


-DISPLAY ERASURE 
) (01 h) IN TRANSMISSION- 
BUFFER TXBUFWK 






SET. TO ON, TRANSMISSI 
FLAG OF PRESENTATION 


ON-COMMAND-EDITED 
STATUS FLAG PRDC_STS 



F01_3 



F01_4 



CreT) 
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FIG.238 



( SOUND RESTORATiON PROCESSING ) 



r. 



F02-1 



CHECK SOUND BACKUP AREA SND BAK 



DETERMINE WHETHER OR NOT THERE \ NO 
ARE BACKED-UP SOUND DATA 



YES 



F02_2 



SET BACKED-UP SOUND CONTROL 
REQUEST CODE IN REGISTER 



F02_3 



SOUND CONTROL PROCESSING 



F02_4 



CHECK SOUND BACKUP AREA 2 SND BAK+1 / ^^^'^ 



i 



DETERMINE WHETHER OR NOT THERE 
ARE BACKED-UP SOUND DATA 



YES 



.F02_6 



SET BACKED-UP SOUND CONTROL 
REQUEST CODE IN REGISTER 



F02_7 



SOUND CONTROL PROCESSING 



F02.8 



CHECK SOUND BACKUP AREA 3 SND BAK+2 



F02.9 



F02-10 



DETERMINE WHETHER OR NOT THERE \ NO 
ARE BACKED-UP SOUND DATA 



y 



SET BACKED-UP SOUND CONTROL 
REQUEST CODE IN REGISTER 



F02-II 



SOUND CONTROL PROCESSING 



y 



F02_12 



222 



EP1111S58A2 



FIG.239 



Q RECHVED COMMAND EXTRACT PROCESSING } 



EXTRACT DATA FROM RECEIVED COMMAND HIGHER 
BYTE AREA RCVCMDH AND RECEIVED COMMAND 
LOWER BYTE AREA RCVCMDL, AND STORE EXTRACTED 
DATA IN RECEA/e) DATA AREA RXBUFF 



1 



F03_2 



UPDATE NUMBER OF REGISTERED COMMANDS 
AND STORE UPDATED NUMBER IN NUMBER-OF^ 
RECEIVED-OATA-SETS AREA RECCNT 




RET 



FIG.240 

C COMMAND FETCH PROCESSING ^ 



F04.1 



EXTRACT RECEIVED COMMAND FROM RECBVED 
DATA AREA RXBUFF, AND STORE EXTRACTED 
DATA IN HIGHER BYTE AREA ALCMD HI AND 
LOWER BYTE AREA ALCMD LO 



SET COMMANDS ALCMD 
WHICH ARE BEING ANALYZED, 



HI AND ALCMD LO. 
^. IN REGISTER 



SUBTRACT ONE FROM NUMBER OF 
RECEIVED DATA SETS (RECCNT) 



J. 



F04.3 



rF04 -4 



SET. TO ON. COMMAND-BEING-ANALYZED FLAG 
OF PRESENTATION STATUS FLAG PRDC STS 



/F04_5 



ENABLE INTERRUPTS 



(TeT) 



EP1 111 SS8A2 



c 



PROCESSING FOR SELECTING TYPE 
OF WINNING SIGN PRESENTATION 



X 



3 FIG.241 



EXTRACT RANDOM NUMBER FOR 
SELECTION FROM RANDOM NUMBERS 
FOR SELECTING PRESENTATION (SELRAND) 



DETERMINE SIGN PRESENTATION FROM SEUECTED 
WINNING-SIGN-PRESENTATION-SELECTION TABLE 
. AND REGISTER (GENERATION FUG). AND SET 
DETERMINED SIGN PRESENTATION IN SIGN 
PRESENTATION TYPE PRE CLS 



F05_i 



F05,2 



F05.3 



I CLEAR L^23SyPRES£NTATION TYPE RECH CLS 



CHECK PRESENTATION STATUS FUQ PRDC STS 



DETERMINE WHETHER OR NOT CURRENT DISPLAY 
IS INTERNALLY-flOTIFe^-STATUS-REEL SCREEN 



INO 



SET DISPLAY£l>SYMBOL SELECTION TABLE 
NUMBER TO DISPUYED-SYMBOL-SELECTION 
TABLE NUMBER DEMEDATA BY REFERENCE 
TO SELECTED SIGN PRESENTATION TABLE 



EXTRACT RANDOM NUMBER FOR SELECTION 
FROM RANDOM NUMBERS FOR 
SELECTING PRESENTATION (SELRAND) 



SELECT CENTER DISPLAYED SYMBOL BY 
f£F&^NCE TO SafCTED OlSPUYED-SYMBOL 
TABLE AND SELECTED RANDOM NUMBER 



SET SELECTED CB^R DISPLAYED-SYMBQL 
DATA INTO CENTER DISPLAYED-SYMBOL 
DATA SAVE AREA SREEL BK 



T 



EXTRACT RANDOM NUMBER FOR SELECTION 
FROM RANDOM NUMBERS FOR 
SELECTING PRESENTATION (SELRAND) 



SELECT RIGHT DISPLAYED SYMBOL BY 
F^FERENCE TO SELECTED DI^LAYED-SYMBOL 
TABUE AND SELECTED RANDOM NUMBER 



SET SELECTED RIGHT DISPLAYED-SYMBOL 
DATA INTO RIGHT DISPLAYED-SYMBOL 
DATA SAVE Af^ RREEL BK 



I 



ir 



F05-5 



YES 



-^F05-6 



-^F05-7 



~F05-8 



— F05-9 



-^FOS-IO 



.F05-tl 



_,F05-12 



MERGE RIGHT DISPLAYED-SYMBOL 
DATA AND CENTER DISPLAYECHSYMBOL 
DATA INTO DATA AND SET THE DATA IN 
STATIONARY DISPLAYED SYMBOL DATA 2STP PIC2 



^F05-13 
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FIG. 242 




rF05_14 



EXTRACT RANDOM NUMBER FOR SELECTION 
FROM RANDOM NUMBERS FOR SELECTING 
PRESENTATION (SELRAND) 

I 



SELECT LEFT DISPLAYED SYMBOL BY 
REFERENCE TO SELECTH) DISPLAYED-SYMBOL 
TABLE AND SELECTED RANDOM NUMBER 



DETERMINE WHETHER OR NOT SELECTED 



F05_15 



^F05_16 
NO 



\ DISPLAYED SYMBOL IS BONUS SYMBOL y 






YES 


F05.17 


CHECK CENTER-DISPLAYED-SYMBOL ' 
DATA SAVE AREA SREEL.BK 








,F05.18 


/ DETERMINE WHETHER OR NOT SELECTED \ 
< DISPLAYED SYMBOL IS IDENTICAL ) 
\ WITH CENTER DISPLAYED SYMBOL / 


NO 






YES 


F05_19 


CHECK RIGHT-DISPLAYED SYMBOL 
DATA SAVE REGION RREEL^K 








F05-20 


/ DETERMINE WHETHER OR NOT SELECTED \ 
< DISPLAYED SYMBOL IS IDENTICAL > 
\ WITH RIGHT DISPLAYED SYMBOL / 


NO ^ 






YES 


F05_21 


SHIFT SELECTED DISPLAYED SYMBOL 
DOWNWARD BY ONE FRAME 










.~F05_22 


SET SELECTED DISPLAYED SYMBOL TO 
STATIONARY DISPLAYED-SYMBOL DATA 1 STP.PICI 
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C 



PROCESSING FOR SELECTING TYPE 
OF Z/tZWPRESENTATION 



FIG.243 

) 



EXTRACT RANDOM NUMBER FOR SELECTION FROM 
RANDOM NUMBERS FOR SELECTING 
PRESEISTTATION (SELRAND) 



^F06_l 



DETERMINE TYPE OF J[^2MPRESENTAnON AND 
TyPE OF L/-2HfSlGlH PRESENTATION FROM 
SELECTED i/-2WPRESENTATI0N SELECTION 
TABLE AND EXTRACTED RANDOM NUMBER 

(IF U-ZHfPrSS£mAJ\OU IS TO BE PERFORMED. 
DISPLAYED SYMBOLS ARE NOT SELfCTED} 



. F06_2 



SET SELECTED TYPE OF ^ZWPRESENTATION 
TO iA-ZWPf^SENTATTON TYPE RECT CIS 



^F06_3 



DETERMINE WHETHER OR NOT Lf-ZfiSlGN 
PRE^NTATION IS TO BE PEBFOmED 




SET SELECTED SIGN PRESENTATION TYPE 
TO SIGN PRESEfsTTATION TYPE PRE.CLS 



F06_6 



LhZKHAS 


BEEN WON X 


FOe.TO 


P06J7 


YES 


SELECT ffiLECTlON-OF-DIS 
THE-TIME-OF- U-2Hhf 
TABLE MSR£ 


;PLAYED-SYM80L-AT- 
AiLURE SELECTION 
■CHDAT 


CHECK GENERATK 


JNFLAGWAVEBIT 1 



DETERMINE WHETHER OR NOT BB 
HAS BEEN GENERATED 



F06_8^ 
F06-9i 



1 



NO 



1 



F06.ll 



^LECT SELECTION-OF-DISPLAYED-SYMBOL-AT- 
THE-TIME-0FK5ENERAT1ONHDF- BB SELECTION 
TABLE BBRECHDAT 



SELECT SEL£CnON-OF-DISPLAYED-SYMBOL-AT- 
THE-TIME-OF-GENERATION-OF-RB SELECTION 
TABLE RBRECHDAT 
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FIG.244 




F06_12 



EXTRACT RANDOM NUMBER FOR 
SaJECTION FROM RANDOM NUMBERS FOR 
SELECTING PreSENTATION (SELRAND) 



DETERMINE DISPLAYED SYMBOL (7BV/"/V5 SYMBOL) 
FROM SELECTED U-Zf^mmiG DI^LAYED-SYMBOL 
SELECTION TABLE AND EXTBACTCD RANDOM NUMB ER 

\ 



DETERMINE WHETHER OR NOT Z^-ZWiS MISSED 



INO 



F06_t3 



F06_14 



DETERMINE WHETHER OR NOT 7BVP'/U9SYMBOL IS 
BONUS-TYPE DETERMINATION SYMBOL CLe, 7 or BAR) 

{YES ^F0 6,16 



F06_15 
NO 



CLEAR DISPUYEO-SYMBOL CHANGE COUNTER 



< 



I 



F06_17 



SET INITIAL VALUE PCHG NM IN DISPLJ^YED-SYMBOL 
CHANGE COUNTER 



DETERMINE WHETHER OR NOT BALANCING-ON- 
ROLUNG- BAU U-2HfHAS ARISEN - 

F06-ia^ 



NO 



F06-19 



"\yes_ 



1 



F06-23 



DETERMINE. FROM CEhTTER DISPLAYED SYMBOL 
SELECTION TABLE CENTER DISPLAYED SYMBOL 
WHEN BALANCING-ON-ROUJNO-BALL Z/-2MIS MISSED 



EXTRACT RANDOM NUMBER FOR SELECTION 
FROM RANDOM NUMBERS FOR SELECTING 
PRESENTATION (SELRAND) 



DETERMINE CENTER DISPLAYED SYMBOL FROM 
SEL£CnON-OF-DtSPLAYED-SYMBOL-DURINQ- 
Z/-iW/-FAILURE-PRESENTAT10N TABLE 
MSRECHDAT AND EXTRACTED WNDOM NUMBER 



1 



F06.21 



DETERMINE WHETHER OR NOT LEFT. CENTER 
AND RIGHT DISPLAYED SYMBOLS ARE IDENTICAL 



TyeT 



> 



NO 



SHIFT CENTER DISPLAYED SYMBOL 
UPWARD BY ONE 




F06-22 
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FIG. 245 




1 



F06_24 



MERGE RJGHT-DISPLAYED-SYMBOL DATA AND 
CENTER-DISPLAYED-SYMBOL DATA INTO DATA. 
AND SET THE DATA IN STATIONARY 
DISPLAYED-SYMBOL DATA 2 STP PIC2 



F06_25 



SET LEFT-DISPLAYED-SYMBOL DATA IN STATIONARY 
DISPLAYED-SYMBOL DATA 1 STP PICl 



FIG.246 



C 



PROCESSING FOR SELECTING DISPLAYED 
SYMBOLS FROM SELECTION TABLE 





^F07-1 


EXTRACT RANDOM NUMBER FOR SELECTION 
FROM RANDOM NUMBERS FOR 
SELECTING PRESENTATION (SELRAND) 




^F07.2 


SELECT DISPLAYEI 
DISPLAYED-SYMBOL-SEl 

DEMEDATA AND EXTRAC 


0 SYMBOL FROM 
£CTION TABLE NUMBER 

TED RANDOM NUMBER 
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FIG.247 

SOUND CONTROL PROCESSING ) 



CHECK REGISTER 
(SOUND REQUEST CONTROL CODE) 



1/ 



601-J 



< 



DETERMINE WHETHER OR NOT SOUND 
CONTROL REQUEST HAS BEEN ISSUED 




GO J- 2 
YES 



GOl-3 



< 



I 



DETERMINE WHETHER OR NOT SOUND 
CONTROL REQUEST IS INITIALIZATION CODE 



> 



NO 





YES 




SOUND INITiAUZATION PROCESSING 





< 



DETERMINE WHETHER OR NOT SOUND CONTROL 
REQUEST IS MUTE REQUEST CODE 



^01_5 
NO 



YES 



> 



SOUND MUTE PROCESSINQ 



601-S 



SOUND OUTPUT PROCESSING 



'G01_7 
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FIG. 248 

C SOUND INITTAUZATION PROCESSING ) 



G02_1 



1 1 ALL CHANNEL REPLAY STOP PROCESSING | \ -^^ 
I STORE ALL-CHANNEL-RESETHDATA INTO REGISTER ] - G02-2 



SD.OUT SOUND OUTPUT DATA 
TRANSMISSION PROCESSING 



.G02-3 



CLEAR RESTORATION-EFFECTTVE-SOUND- mo ^ 

GENERATION-STATUS STORAGE AREA PLAY NUM -^^^-^ 



CLEAR PRIORITIZED-SINGLE-SOUND- V 
GENERATION-STATUS STORAGE AREA h 6Q2-5 




RET 



FIG.249 

C SOUND MUTE PROCESSING ^ 
I ^G 03-l 

^ DCTERMINE VVHETHER OR NOT THERE IS \VES 



DETERMINE WHETHER OR NOT THERE IS V" 
ERROR SOUND MU7H CODE (RESUME) y 



NO 



CLEAR RESTORATION- 
GENERATION-STATUS ST( 


€FFECrnVE-SOUND- 
ORAGEAREAPUY.NUM 






SET REPLAY STOP COMMAND CODE CMD QUIT 
FOR WHICH THERE IS SPECIRED CHANNEL 
FOR WHICH REPLAY IS TO BE STOPPED 




■G03_3 



SD OUT SOUND OUTPlfT DATA 
TRANSMISSION PROCESSING 



-G03-4 
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FIG.250 




603_5 



ALL.OFF ERROR SOUND MUTE PROCESSING 






^G03 


LOAD INTO REGISTE 
TO THE CHANNEL FC 
SPECIRED RESTORATIC 
GENERATION-STATUS ST 


R DATA PERTAINING 
)R WHICH THERE IS 
W-EFFECTIVE-SOUND- 
ORAGE AREA PLAY NUM 



i 



G03-7 



NO 



REQUEST DATA ARE STORED IN REGISTER y 


/ 




YES 




SOUND OUTPUT PROCESSING ^ 












r ^603-8 


CHANNEL ADDRESS TO NEXT CHANNEL 






^G03.9 



DETERMINE WHETHER OR NOT ALL CHANNELS 
HAVE FINISHED UNDERGOING PROCESSING 



> 



NO 



YES 

(ZeD 
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c 



F1G.251 



SOUND OUTPUT PROCESSING 



COMPARE DATA STORED IN REGISTER 
WITH TOTAL NUMBER OF SOUNDS SDDT 



V 



< 



G04_1 



,G04-2 



DETERMINE WHETHER OR NOT DATA ARE 
GREATER THAN THE TOTAL NUMBER OF SOUNDS 



YES 



> 



NO 



CUD 



£ 



CHECK TYPE OF SOUND ON THE BASIS OF THE 
DATA STORED IN REGISTER (SOUND OUTPUT DATA) 
BY REFERENCE TO SOUND OUTPUT DATA TABLE 



.G04.3 



DETERMINE WHETHER OR NOT SOUND TYPE 
REPRESENTS ALARM SOUND REQUEST 



< 



NO 



1 



G04_5 



DETERMI^E WHETHER OR NOT SOUND TYPE 
REPRESEhTTS RESTORATION-EFFECTIVE 
SOUND REQUEST 



NO 



G04-6 



DETERMINE WHETHER OR NOT SOUND TYPE 
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